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THE TRİP UF A LİFETİME 


69 IMAGINE YOU COULD 
Gü ANYIVHERE... 


...Not fust a nice trip to Lanzarote on your summer 
holiday, imagine you could go anyvvhere. This vvorld 
or countless others, encountering strange alien 
races, nevv cultures or hostile environments. Novv 
imagine you could travel to any time. Meet Robin Hood 
(and duel him vvith a spoon1l), discover vvhat terrible 
monster lives under your bed, fourney /ns/de a Dalek 
or travel to the last planet in the universe. VVhere 
vvould you go? 


The povver is in your hands. You can go anyvvhere or 
anyvvhen in the universe, the only thing you need is 
the povver of imagination and a key to the TARDIS. lUs 
not golng to be easy. lUll probably be dangerous. The 
universe is a hostile place, full of Daleks, Zygons, 
Sontarans, the Boneless, Cybermen, Clockvvork 
Robots, Silurlans and vvorse. There vvill be fear, 
heartbreak and excitement, but above at, it ll be the 
trip of a lifetime. 


The Doctor has this tendency to assume you knovv 
vvhat he”s talking about, but vve don”t vvant to lose 
you on the vvay, so vve”tll take a second to explain 


everything. The Doctor VVho Roleplaying Game is 
made up of tvvo elements: the first is Doctor VVho, 
the second is Roleplaying. 


69 VVHÜ 1S THE DÜCTÜR? 


VVe imagine that you are already familiar vvith the 
Doctor. He looks human, but has tvvo hearts and isa 
complete genius. He travels through time and space 
in his ship called the TARDIS, vvhich stands for Time 
And Relative Dimension İn Space. lUs complicated, 
but from the outside it looks like an old 1960s police 
public call box. İnside it is vast and alive. 


The Doctor travels the galaxy and history, doing 
good, stopping villainous aliens vvho try to take 
over the Earth (if not the universel, and shovving the 
vvonders of time and space to various companions 
vvho ioin him on his adventures. The Doctor”s travels 
are usually more than a little dangerous, and he”s 
had to employ one of his alien abilities to survive: the 
ability to regenerate every part of his body into a nevv 
Doctor. 


You don”t need to knovv all of the Doctor”s adventures 
from his 2000 and more years of travelling through 
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time and space to play this game, and vve”ll give you 
a brief summary of his epic story later in this chapter 
(see pg.11). 


Similarly, even if you”re avvare of the Doctor”s 
adventures it doesn t mean that you”ll have 
experienced roleplaying before. İf you”re familiar 
vvith roleplaying games, you may vvant to skip ahead, 
hovvever, if you”ve come to this nevv you may be 
vvondering hovv you actually play. 


69 VVHAT IS RÜLEPLAYINu? 


Roteplaying games İ(sometimes called RP6s or 
adventure gamesl are shared storytelling. You play 
the part of your character, but you don t need to dress 
up and Leap about İvvell, not if you don”t vvant to). You 
get together vvith a group of friends and create your 
ovvn Doctor VVho adventure, taking the heroes to 
any Location in the universe, at any time. The action 
takes place in your imaginations, and the story is told 
through your interaction. You re in control and you 
can do anything, go anyvvhere, be anything. ALI that 
limits you is the povver of your mind... and, if you re a 
Time Lord, that.s a Lot of povverl 


Letis shovv you the basics of hovv this “roleplaying” 
thing vvorks. lUs not as scary as it sounds, and once 
you get started vve re sure you” have many years of 
exciting adventures ahead of you. The first element 
you need to knovv about is Characters. 


THE CHARACTERS 

Each player creates a character, an alternative 
persona that they vvill play as in the game. During 
the course of the game, you make this character”s 
decisions, speak for them and describe their 
actions. 


Each character has a character sheet that describes 
vvhat they are like, vvhat they are good at and other 
details. İf you like, you can play the Doctor, or any 
of his companions that have accompanied him 
during his adventures. This is the easiest option, as 
vve have provided you vvith ready-made character 
sheets for them. 


You might take on another role, perhaps one you ve 
seen in a movie or read in a book, or you could fust 
get creative and make up a character of your ovvn. 
İn this case, you choose the character"s strengths 
and vveaknesses, abilities and limitations, and - in 
particular - personality. They can Look like anyone, 
dress in anything you choose, or they can even be you. 


You could decide to have a game vvith or vvithout the 
Doctor in it. Perhaps a UNİT Task Force operating 
alone somevvhere in the vvorld, or maybe one of 
the Doctor”s previous companions continuing their 
struggle to protect the Earth from alien invaders. 
Possibly a game set before the last Time VVar, vvhen 
there vvere a number of Time Lords travelling the 
universe. Anything is possible. 


VVith us so far? Good. So vve ve established that the 
players all adopt the roles of their characters. But 
one of the players is different, they re golng to be the 
Gamemaster. 


THE GAMEMASTER 

ALL the players and their characters are important, 
but one of you is in charge, the one vvho makes it 
all vvork. That key player is called the Gamemaster. 
The Gamemaster starts the story by deciding the 
plot for the adventure, sets the scene by describing 
to the other players vvhat is golng on, interprets the 
outcomes of the players” actions and has the final 
decision on hovv the rules of the game are applied. 


The Gamemaster speaks for the other people in 
the story: anyone that the characters meet in their 
adventures. They can be helpful, informative or iust 
vvitnesses to the events. As they don t have a player 
(other than the Gamemaster) they re usually called 
Non-Player Characters, or NPCs. NPCs could be the 
friends of one of the player characters, such as Robin 
Hood and his Merry Men, or for added firepovver for 
that climactic battle against the Robot Knights, or 
even fust a nosey policeman vvondering vvhy there”s 
a 1960s police box on his beat. They can help, hinder 
or yust be a great source of information. 


İf the Gamemaster-controlled characters are out 
for universal domination or vvorse, they are called 
Villains. These include the aliens, critters, and other 
nasties. They are the evil that pervades the universe, 
trying to dominate, destroy or corrupt the peace- 
loving civilisations, and their schemes usually result 
İn some much-needed intervention from our time- 
travelling heroes. 


GAME SESSI0N5 

Game sessions in the Doctor VVho Roleplaying Game 
can take anyvvhere from a couple hours to an entire 
vveekend İ(depends on hovv into it you getl). There is 
no formal start or end - that"s up to the Gamemaster 
and players to decide. Also, in roleplaying, there are 
novvinners or losers. The obfective is to create a story, 
engage in some spontaneous and often hilarious 
conversations, and have a good time vvith friends. 
And no, no electronics of any kind are necessary. lUs 
a social activity and doesn t involve computers. İt has 
even been shovvn to aid team building, social and 
problem solving skillsl 


İt ati sounds a Little chaotic, but it is far more Logical 
than it seems. The game is divided into Adventures, 
resolved in one or more gaming sessions that play 
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üst like the Doctor”s adventures you”re familiar vvith. 
Adventures, and their related story arcs, may be 
connected in some vvay vvith their ovvn undercurrent 
ptot like "the İmpossible GirU or "The Nethersphere”, 
created purely by the interaction betvveen the 
players” characters and the Gamemaster. 


69 THE BASICS 


The example of play (see pg.13) introduces 
dust about everything you”ll need to knovv 
as a player in the Doctor VVho Roleplaying 
Game. You talk, describe your actions and, 
any time you vvant to do something that you 
may or may not succeed at, you need to 
roll some dice. 


VVhen you roll dice, you also 
add some numbers from 
your character sheet that 

define hovv good you are at 

certain things. To succeed, 
you have to beat a number 
defined by the Gamemaster. 

The harder the thing you are 
trying to do, the higher the number. 
İf you beat the number you succeed 
and can perform the task, vvhether 
is yumping a gap, vvinning an 
argument or dodging a gun blast. İf 
you don”t beat the number, you fail to 
accomplish the task. This could have 
severe effects on your character and 
change the course of the game, but 
it makes for an interesting storyl 
Either vvay, rolling dice and adding 
some numbers is about all you”ll 
have to do vvhen it comes to rules. 
So you re golng to need some dice. 


You”lL need a handful of traditional 
six-sided dice, like those you”d find 
in Monopoly or Risk. People vvho 
game a lot vvith other roleplaying 
games call them Dös, so they don”t 
get confused vvith other dice vvith 
different numbers of sides on 
them. VVe don”t need to vvorry 
about those here, as vve”ll be 
sticking to normal six-sided dice 
as they re pretty easy to come by. 
You can pick up dice in many different 
colours and styles from hobby game 
stores, some department stores and 
bookstores, and places vvhere they sell 
those fantasy tabletop vvargames. 
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Besides dice, you need something to keep track of 
Story Points during the fast and furious exchanges 
that”(l occur during the average game. You can use 
poker chips, markers, pennies, tiddlyvvinks or even 
delly babies. These Story Points could save your 
character”s life at some point, so its vital to keep 
track of hovv many you have. VVe”ll explain Story 
Points in Chapter Three: 1 Can Fight Monsters, 1 
Can”t Fight Physics. 


You”Il also need some pencils, paper, an eraser or 
tvvo and you re good to go. Have fun, and don”t forget 
your Sonic Screvvdriverl 


69 HÜV/ TÜ USE THİS BÜÜH 


You”lLalready have noticed there”s a Lot of information 
here - to make it a lttle easier, here is vvhat you need 
to look for. 


This book vvill provide players vvith all the information 
needed to play the game, create nevv characters, as 
vvelL as some güidance to help make game the best 
experience possible, and provides the Gamemaster 
vvith additional information on time travel and hovv to 
create nevv Adventures. 


The Appendix also has loads of photocopiable 
character sheets. Some give details about characters 


you”Il be familiar vvith from the Doctor”s adventures 
and some are nevv, almost complete characters, that 
vve call “Archetypes.. 


These characters can be used straight avvay so you 
don”t need to create your ovvn. You fust need to supply 
some background and a name, or you can customise 
them to suit your ovvn design. You can find more 
about characters in Chapter Tvvo: Old-Fashioned 
Heroes from Old-Fashioned Storybooks. 


Hovvever (and here:”s the important bit), so you don”t 
get too Lost vvith all this text, vve”ve made all the type 
look different if something special is golng on. 


TEXT 

The text in the book Looks different depending on 
vvhats golng on. VVhen the vvords change their look, 
something important fust happened. The text you 
are reading novv is standard text. İt covers general 
explanations and narrative sections. 


Some information is presented in a box like 
this, vvhich usually contains optional rules, 


further detail on existing rules and examples 
of play. 


Boxes like these contain details of NPCs or 
Villains that can be used in your adventures 


GENDER 

VVe don”t vvant use “he or she” in every sentence, but 
vve also don t vvant to appear sexist in any vvay. Most 
games like this use "he: all the time and assume you 
understand that they re talking about the player or 
character regardless of vvhether they are male or 
female. VVhile the Doctor is male, his companions 
are often (though not exclusivelyl female. So, vve”ll 
reach the happy medium and use the more generic 
“they”, 


MEASUREMENT5 AND LANGUAGE 

The metric system is predominant in much of 
the vvorld, though the US (and Torchvvood) still 
uses the old İmperial system. As Doctor VVho 
is quintessentially British, vve”lI be using the 
metric system. Though, as shovvn in the classic 
series, travelling before 1970 vvill mean you may 
have to convert to İmperial, Rough conversions 
may be found by halving miles to get kilometres, 
equating metres vvith yards, doubling pounds to get 
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kilograms, and so on. İs not 10096 accurate, but it 
keeps things simple. 


Being British, there may be the odd vvord or spelling 
here and there that may stand out in some of the 
many other countries famillar vvith the Doctor”s 
adventures. Most of the time, this vvon”t be too 
larring, but you”ll probably notice a fevv extra “u”s and 
fevver /Z/s. 


PAGE REFERENUES 

As the Doctor VVho Roleplaying Game already has 
a number of supplements, you may have to refer to 
another book rather than the one you re holding. 
İf the text tells you to “see pg.27”, then it”s letting 
you knovv that additional information can be found 
on that page vvithin the book you re currently 
holding. İf it says “see pg.27 of The Time Traveller”s 
Companion”, then the page can be found in that 
supplement. 


69 THE DÜCTÜR”S UNİVERSE 


There"s a slim chance that you may be unavvare of 
the living legend that is the Doctor. He has thvvarted 
many alien invasions and has saved the universe so 
many times vvithout vvaiting around for thanks or 
recognition. Before getting into the details of the rules, 
is a good idea to familiarise yourself vvith the Doctor, 
his companions and his most recent adventures. 
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THE DÜLCTÜR 

dust vvho is the Doctor? The Doctor may look human, 
but he certainly isnt. He”s over 2000 years old and 
from a planet called Gallifrey. He has tvvo hearts, 
is incredibly intelligent (as vvell as being mildly 
telepathicl and can “cheat death” by regenerating into 
a completely nevv body. The Doctor is a Time Lord, a 
race all-but-extinct novv. He vvas on the front lines of 
the last great Time VVar against the Daleks, vvhere 
both races appeared to have perished in the conflict. 


TIME LÜRDS 

The Time Lords vvere an ancient civilisation that 
mastered the art of travelling through time and 
space long before humanity had even discovered 
fire. They harnessed the povver of a black hole and 
created time-ships often nicknamed TARDISes that 
allovved them to travel anyvvhere or anyvvhen in 
the universe (except into their ovvn planets past or 
future). They became rather iudgmental guardians 
of the universe. This superiority complex led to their 
dovvnfall vvhen they tried to remove the militaristic 
Daleks from history. They didn”t all die, as most of 
the universe believes, the Doctor “saved” them by 
locking Gallifrey avvay in a parallel pocket universe. 
And at least one other Time Lord - his arch-enemy 
Missy - escaped. 


THE TARDIS 

The Doctor didn t see eye to eye vvith the Time Lords 
and flted Gallifrey early in his life, taking one of their 
TARDISes for his ovvn. TARDIS stands for Time And 
Relative Dimension İn Space, and its interior and 
exterior exist in different dimensions - that is, the 
relatively small outside houses a vast interior. The 
Doctor”s TARDIS is an old Type 40 and its Chameleon 
Circuit - the device that allovvs it to blend into its 
surroundings - has become stuck in the shape of an 
old 1960s Police Call Box. The TARDIS is a Living thing 
vvith a mind of its ovvn - and it can be particularly 
temperamental at times... 


THE DÜCTÜR”S (ÜMPANI0NS 

Travelling time and space can be lonely, especially 
vvhen you re the last of your race. The Doctor likes to 
share the vvonders of the universe vvith someone, and 
he has developed a real affection for the peoples of 
Earth. He brings someone aboard the TARDIS to share 
his adventures, and sometimes fust to keep himself 
under control. These companions come and go, have 
adventures, help to save the universe many times 
over, and then they leave. VVhether this is through 
their ovvn choice, circumstances or constant danger, 


they leave the Doctor to his Lonely existence until he 
finds someone to share his adventures vvith again. 


THE DÜCTÜR”S ENEMIES 

The universe is full of vvonder and excitement, but 
there are also many alien races and people vvho 
vvish to usurp, to dominate and control for their ovvn 
ends. The Doctor is usually there to stop them, and 
over the hundreds of years he has been travelling, 
he”"s accumulated many enemies by halting their evil 
plans. The militaristic Daleks in their heavy armour 
casing, the Eybermen and their desire to make 
everyone like them, the Sontarans bred for a vvar 
that has raged for thousands of years, and countless 
more. They keep trying to dominate, integrate, 
upgrade, destroy or plunder the universe, and the 
Doctor is there to stop them. 


VVhen he travelled to meet his fate on the planet of 
Trenzalore, the Doctor thought that he vvould die 
- truly die - there. But the Time Lords, sealed avvay 
in a parallel pocket universe, granted him a nevv set 
of regenerations. Changed by his brush vvith death, 
the Doctor set off to put right his past mistakes and 
discover vvho he vvas once more. 


————— ff -— 


Still not sure vyhats going on? İt”t all become clear soon, 
honest. Many gamers get their start by ioining an existing 
group or taking part in a demo. ÖObvltousiy, thats not 
possible for everyone, so Lets give you a taste of vvhats to 
come by Looking at a sample game. As the game is mostly 
conversation, imagine that vve re listening to the players. 
There are three people, sitting around a table: Peter, 
denna and Samuel. Peter is our Gamemaster. They re lust 
starting... 


OK, here vve gol lenna, you”re playing the Doctor? 
Shut upl Shuttity upl lust vvarming up. 


VVetl Pm playing Clara. So careful vvho you tell to 
shut up. 


Great. Let"s yump right in. You open your eyes, and 
you”re in a bad situation already. You re strapped dovvn in 
a box, like a transparent plastic box roughly the size of a 
coffin. 


VVait, vvho”s strapped dovvn? Both of us? 


You”re both strapped dovvn and alone. But you look 
to the side and you can see another box, similar to yours. 
Except strapped dovvn inside that box is a big lizard. İts 
vviggling its fingers and vvaggling its snout. 


Hovv did vve get here? 
You don”t knovv. Last thing you remember, you vvere 
in the TARDIS, roaming through time and space. And novv 


- vvaking up in a box. 


VVhat? No no no. Clara, vvhat have 
you done? 


Nothing to do vvith mel 


Remember, you can”t see each other, or hear each 
other. 


İ knovv fust vvhat he”d be saying if he 
vvas here, “Clara, vvhat have you done”? 


She must have done something, 
this can t be my fault. 


One more thing about the box - there:s this little 
metal vvidget above your bellybutton, a bit like a penlight. 
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Outside is a classrooml dust like a typical Year 10 class 
you might have, Clara. And a teacher - but hes right out of 
a comic book, mortarboard and cane and big black robe. 
He”s vvriting on the chalkboard. 


So it looks like vve re pre-VVorld VVar One? 


The teacher looks that vvay. But the kids are 
contemporary, they look completely normal to you. 
They”re reading the chalkboard, vvhich says “goatasaurs, 
dumb animals, feel no pain. Today”s lesson: dissect the 
goatasaur and remove three maflor internal organs.” 


Have 1 ever heard of a goatasaur? İs that vvhat the 
lizard is? 


Let"s find out. Make an İngenulty - Knovvledge roll, 
Let"s make it difficulty fifteen. 


The Doctor”s İngenulty is 9, his Knovvledge is ö, so 
that/s 15 already, do 1 even need to roll? 


Right novv you flust have a bare success, vvhich 
means something vvill go a bit vvrong too. So roll 


denna takes tvvo dice, rolls and gets a 5 and a 4, vvhich adds 
to 9, She adds this to the 15 from İngenulty - Knovvledge: 
15--9-24. 


That.s 241 


There"s no such thing as a goatasaur. ? more than 
the difficulty is a Fantastic result, so you also knovv this: 
that lizard in the other box is a very unconvincing lizard. 
İrs Clara. The box is somehovv making Clara Look fust like 
a lizard. 


İ probably don ”t even notice she looks like a lizard. 
VVell thanks very much. 

Anyvvay, you can”t hear vvhat the teacher is saying 
but suddenly all the pupils come out of their seats and, 
pushing and shoving, they come up surround the boxes. 
Some of them grab little control devices and that Little 
metal pen above your bellybutton starts vviggling in 
response... 


Uh oh. Can l headbutt the box? 


You can ft quite reach. 
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Do 1 have the Sonic Screvvdriver? 


Not in your hand, no. The little lasers are 
starting to light up... 


Arghl Um, OK. These kids could be from 
a London school, right? Can 1 spend a Story Point 
to say 1 knovv one of them? Maybe he transferred 
out from Coal Hill or he vvas a frtend of those kids 
İ nannied? 


Yeah, vvhy not. 
Samuel spends a Story Point from his pooL. 


OK, he sees me as a lizard? And he can t 
hear me, and Tm tied dovvn? Right. Vm going to 
make eye contact vvith him, try and catch his eye, 
and then 1 vvant to use my eyes to indicate my 
hands. And İ”m golng to be using my finger to dravv 
the shape of the letters of his name. Stevel 


Geniusl OK, lets see hovv this goes. Um, this 
is a Convince skill, but İm not sure vvhat Attribute 
fits. Presence 1 guess? Call it Presence. Normal 
difficulty, vvhich is 12. 


Samuel rolls tvvo dice, getting tvvo and five vvhich 
adds up to 7. He adds Clara/s Presence (3) and 
Convince (4), getting a total of 14. 


I make it by 2. That.s a “Yes, But” result, 
right? 


İt isl So Clara catches Steve”s attention and 
makes him notice she”s spelling out his name - but 
instead of stopping the other pupils he flust sort of 
freezes up... 

Say something Stevel 


The other pupils are about to use the laser... 


İ haven t acted yetl OK, can İ vviggle out of 
the restraints Harry Houdini style? 


Go for it, Coordination -- Subterfuge, 
difficulty is 18 though. 


İm golng to spend a Story Point in advance 
for the tvvo extra dice. 


denna spends a Story Point from her pool, and rolls 
4 dice vvith a result of 15. She adds the Doctor”s 


Coordination (5) and Subterfuge İ3), giving a final 
total of 23. 


That succeeds by 5, a Good success. You 
vvriggle out your arms and legs somehovv. You re 
still stuck in the boxl 


İ grab the laser and polnt it at the side of 
the box, and generally make it knovvn that l vvill 
not be dissected vvithout protestl /m hoping my 
kerfuffle vvill distract the ones at Clara”s box too. 


That/s exactly vhat happens. Clara, the 
laser above your bellybutton dims as the pupils 
there all turn to stare at the other box, vvhere the 
lizard person has climbed out of the restraints and 
is making its displeasure knovvn. 


Ha, and Clara finally vvorks out its the 
Doctorl She recognises his bad temperl 


And this moment gives Steve a chance to 
gather his vvits, too. You can t hear him, but you see 
him pointing at you and saying something, and the 
other pupils start looking to see vvhat he s saying. 


İ keep finger-vvriting his namel Steve Stevel 


OK, novv that they re doilng that, İm trying to 
use the laser housing to send a shockvvave through 
the boxes so it stops making us Look like lizards. 


OK denna, roll İngenulty - Technology, difficulty 
12. Breaking stuff is easier than making stuff, l guess. 


Do 1 get to add my Technically Adept trait? 
You dol That gives you a 42. 


denna rolls 6, and after adding the Doctor”s 
İngenuity (?) and Technology (5), and another 2 for 
the trait, she has a grand total of 22, beating the 
difficulty by 10. 


Another “Yes, And” resultl So there”s a vvave 
of energy that rushes across the boxes, and after 
it passes you both look like yourselves from the 
outside. For the first time you can look and see 
each other instead of lust seeing lizards. 


I have an idea for the “And”1 Can 1 make 
vvords appear on the box? 


Yes you can. 


So the Doctor gives the teacher his most furious 
eyebrovvs possible, and these vvords come up on the box: 
“Tam very very grumpy vvith you”. 


The teacher stares at you. Then he ferks his eyes 
avvay and strides around the boxes. You still can”t hear him 
but he”s yelling, and the pupils are all hurrying back to 
their seats. As he:s yelling hes pointing vvith his cane and 
you can see he s pointing at a large door on the side of the 
room, and there:s a sign on it saying “Expulsion”. 


Don”t l get a chance to intimidate him into letting 
us out? 


You don”t. Something is odd about this teacher. Give 
me an Avvareness z İngenulty rolL 


denna rolİs, getting a Good result. 


Yes, something definitely odd. This teacher doesn”t 
move like a living being. More like a robot. Anyvvay, not all 
the pupils go back to their desks. A fevv stay in front, in 
open defiance of the teacher. The teacher is threatening 
them vvith his cane, vvhich itself starts to glovv and spark... 


Time to get out of herel 1 try and catch Steve”s eye 


again and hope he can lip-read: “use the lasersl Cut us freel” 


Fine, don t even bother rolling there. Steve grabs 
the little foystick control and he aims the laser at the side 
of the box, and starts cutting open a hole for you. İt smells 
like melting plastic but its vvorkingl 


İ put more vvords on my box, this time so Clara can 
see. “VVhat did you do this time?” 


(as Clara) This isn”t my faultl 
The vvords change to “Üh really.” 
The hole is big enough for you to slide out novv. 
You hear the teacher, “Sit dovvn you brats or İ”lL see you 
expelledl” And the pupils are shouting, “Leave them alone, 
you can ”t cut up peoplel” 
Thank you very much Steve. 
You”re vvelcome Miss Osvvald. 
Hovv/s the nevv school vvorking out? 


A bit confusing Miss Osvvald. 


Let"s get my friend out too, shall vve? 
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Steve goes to the controls for the Doctor”s laser, but 
the teacher has seen enough. (As the teacher:l “Hickeyl 
Get back to your desk this instant or you İl get six of the 
bestl” 


You need a cane to keep control in the 
classroom? You re a rubbish teacher. 


OK, three things happen. First, Steve operates the 
Doctor”s laser to punch open a small hole - not quite big 
enough to climb out yet. Second, Clara, your eyes are realiy 
stinging. At first you thought it vvas the melting plastic but 
novv you think something is seriously vvrong and you”re 
about to lose your vision entirely. Third, one of the last 
things you see clearly is the teacher firing a bolt of energy 
from his cane to strike Steve in the back. Steve goes limp. 
VVhat do you both do? 


İ reach my arm through the hole, grab the controls 
from Steve, and finish the /ob. 


Clara is disgusted. She"s going to grab the cane 
out of the teacher”s hand and snap it. 


VVetl the teacher "s going to try and zap you vvith the 
cane first. Let”s do this as an extended conflict. Talkers go 
first but vve have no talkers, or Movers. The Doctor is a 
Doer, though, so you go first lenna. Roll Coordination and, 
um, hovv about Subterfuge? Difficulty 15? 


denna rolİs a 15, vvhich means she gets a bare minimum 
Success. 


That/s a Yes, But... 


Hovv about 1 get out, but the laser is ruined? İf it 
isn”t rulned /Vm totally going to use it on the teacher. 


Sounds good to me. The Doctor grabs the controls 
through the hole, points the laser to finish opening the 
hole, then slides out as the laser melts into slag. Ta dal 
Doc, your eyes instantly start hurting too. 


My turn, am İ a Doer as vvell? Vm not really 
fighting, Vm trying to disarm him. 


No, İm going to call that fighting. So you both go at 
the same time. İ”l.say your actions oppose each other, 0K? 
So you roll Strength -- Fighting, and he rolls Coordination 
Marksmahn. İf you vvin, you get the cane before he can fire 
it, if he vvins, he zaps you before you get it. 


Strength and Fightingl lam so bad at both those 
thingsl Um, l have a total of 4. And TİL roll... 1 rot15. 911 faili 
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Peter: Hang onl He only has a total of 3 in his 
Coordination and Marksmanl He rolls... 4. Thats 
9 as vvelll 


VVhat happens on a tie? 


Peter: 1 think you both succeed. He zaps you - but 
you strip him of the cane. 


enna: 1 can totaliy see that. Clara fust takes it 
because she s so angry at this avvful teacher. 


Peter: Clara gets zapped for 2 levels of damaqge. İt 
hits your Resolve. 


Samuel notes that Clara”s Resolve is reduced by 2 
for the time being. 


na: Thats the end of the round, right? Hey, 1 
have another suggestion. 1 think Clara stepping 
up to the teacher like that is a reflection of her 
Obligation bad trait, even thouqh the kids aren”t 
from Coal HilL She put herself in harm:/s vvay to 
keep them safe. Maybe she should get a Story 
Point for that? 


Peter: That”s a great suggestion, yes, you get a 
Story Point for that Samuel, 


Samuel adds a Story Point to his pooL. 
Right, nevv round. The teacher is caneless 


novv. Clara, you re zapped and angry and your eyes 
are really messed up but you can still fust barely 


see, The Doctor is free but he”s noticing his eyes 
are starting to vvater too. 


-lenna: VVhere"s my Sonic Screvvdriver? 
Samuel: Movers can go, right? 1 go to the teacher”s 
desk and pull open the dravver. İs the Sonic 


Serevvdriver in there? 


Peter decides this is such a perfect revelation that 
it vvon t even cost a Story Point. 


Peter: İt sure is. 
amuel: 1 throvv it to the Doctor. 
lenna: 1 catch it and deactivate the robot teacherl 


“eter: The teacher is ranting, “You must learn to 
dissectl Silence, boys and girlsl” 


lenna: İ roll İngenulty r Technology again? Bonus for 
the same trait? And for the Sonic Screvvdriver too? 


denna rolİs and gets a Good suüccess. 
loctor): Shuttity up. 
Peter: The teacher robot goes still, And that, m 


afraid, is the last thing you see. Both of you are 
novv completely blind... 


İYou can continue the story yourself by playing the 
adventure Seeing Eyes, on pg. 217.1 
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ÜLD-FASHİDNED HERDOES FROM 
ÜLD-FASHTONED STÜRYBUUHS 


This chapter vvill provide everything you need to 
knovv about creating a character for you to play 
in the Doctor VVho Roleplaying Game. İf you don”t 
vvant to go through the process of creating a nevv 
character, you can simply play as the Doctor and 
some of his companions, or even use some of the 
ready-made characters vve”ve provided for you in 
the Appendix. 


Before you leap ahead and use them, though, you”1l 
need to knovv vvhat all the numbers mean, so it vvill 
still be vvorth reading on. This chapter vvill allovv 
you to play exciting nevv companions, or even your 
ovvn Time Lord for very different adventures. The 
only limitation is your imagination, and vvhatever 
characters vvill vvork best for your Gamemaster. 


69 CHARACTERS 


Deciding on the types of characters to be used is one 
of the most important steps tovvards a good game. 
The characters are vital to the story and the more 
interesting the characters are, the better the story 
vvill be. Don”t vvorry though, vve”ll go through it all 
stage by stage and its not as daunting as it sounds. 


The Gamemaster vvill gulde the players through 
the character creation process, starting vvith giving 


the players an idea of vvhat sort of companions are 
suitable and vvhat type of story is planned. This may 
be as simple as “the game is the Tvvelfth Doctor and 
his nevv companlions, set after he rescues Clara from 
the Dream Crabs.” Or it could be as detailed and 
different as “the game is about Torchvvood operatives 
vvorking in London at the time of the Second VVorld 
VVar. 1 need all human characters. No time travellers 
and no aliens are allovved.” As long as you don t 
choose something too over the top or conflicting, 
like trying to play Missy or a human-sympathetic 
Cyberman, you İl be fine. 


İf this is your first game, or you vvant to get started 
quickly, the easiest thing to do is play as the 
Doctor and his companions, using the ready-made 
characters provided. 


69 VVHO CAN YÜU PLAY? 


This is vvhere roleplaying games really come into 
their ovvn - you can play anybody you like. The 
options are endless, but there are probably going to 
be a fevv choices you”Il need to make initially about 
vvhat sort of game you”re going to play. İs it golng 
to be the Doctor and Clara, the Doctor vvith a nevv 
companion, or something else entirely? Here are 
some suggestions. 


THE DÜOCTÜR AND CÜMPANI0NS 

İn this option, you and your fellovv gamers take on 
the roles of the Doctor and the companions vve”re 
familiar vvith, vvhether this is Clara, Danny, Osgood 
or even Robin Hood. The characters have their ovvn 
sheets already prepared İsee the AppendiXx) and the 
Gamemaster fust photocopies the character sheets, 
hands them out and runs through the explanation of 
the numbers so everyone knovvs vvhat they all mean. 
This is certainly the easiest option as everyone 
knovvs the characters, assuming you re familiar vvith 
the Doctor”s adventures. ls quick - you”ll be up and 
playing faster than you can say “Did 1 mention it also 
travels in time?” On the dovvnside, the options are 
a little limited. There vvill alvvays be that “you can”t 
all play the Doctor” problem İsee sidebarl, though 
if you”re lucky everyone vvill be happy vvith their 
characters. 


This is realiy the default setting of the game. After 
all, ifs vyhat vve”ve come to expect from the Doctor”s 
adventures. The Doctor is obvious, but vvhat do the 
companions bring? Usually, they”re there to ground 
the Doctor, but each brings something different to 
the mix. Rose vvas initlally about fun, adventure and 
companionship, though this developed into a deeper 
friendship until she eventually had the chance to be 
vvith “a” Doctor. Martha brought something different, 
the Doctor”s equal in her smarts and drive, capable of 
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looking after herself, Donna brought a different type 
of equality into the mix: a more human and "normaU 
person to humahnise the Doctor a little. Amy brought 
a nevv level of fun and adventure to the Doctor”s Life 
as he vvas recovering from his latest regeneration, 
providing the Doctor not only vvith companionship 
but also a mystery that vvould follovv them through 
time and space. River brouqght a hint of romance and 
a glimpse into the Doctor”s future, vvhile Clara vvas 
not only an enigma but also tied to the very fabric of 
the Doctor”s timeline. So vvhat does your companion 
provide the Doctor? ust friendship? An intellectual 
foil to bounce radical ideas off of? Someone to steer 
him in the right directions, to remind him vvhats 
right and vvrong? Of course, you could opt to play a 
game using one of the Doctor s earlier incarnations 
and either the companions that he associated vvith at 
that time, or nevv companions. 


THE DÜCTÜR AND NEV CÜMPANI0NS 

The Doctor has travelledvvith many, many passengers 
in the TARDIS and there have been a fevv instances 
vvhen the Doctor has travelled alone. İn many cases, 
the Doctor has said goodbye to one companion, and 
has found a nevv companion somevvhere else soon 
aftervvards. That doesn t mean that he hasn t had a 
passenger or tvvo in the TARDIS for a fevv adventures 
in betvveen 


“YDU £ANT ALL PLAY THE DÜCTÜR” 


There may be a time vvhen the players argue over vvho gets to play everyone s favourite 
Time Lord. The final call should alvvays be vvith the Gamemaster, and short of being 
bribed vvith chocolate, the decision should be based upon vvho can bring the most fun 
and excitement to the role of the Doctor and vvho can play him vvetl, VViLI the player be 
able to take control during desperate situations? VVill they be able to talk dovvn a mass of 
advancing Cybermen? 


İf players are still unhappy about vvho gets to play the Doctor, it could be that everyone 
takes a turn, shifting to the next player vvith every adventure. Or you could change players 
vvith each regeneration - after all the Doctor”s appearance and personality changes 


dramatically during the regeneration process, so its only fitting that a different player 
takes the part. 


Most of the time players vvill be happy to take part in the adventures, no matter vvhat role 
they play. lust remember, the Doctor may be important, but his companions are lust as 
important to the story and have been knovvn to save the vvorld on more than one occasion. 
Every character vvill have their chance to shine. 


Advice for Gamemasters about making sure everyone is involved can be found on pg. 187. 
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the companions vve”re familiar vvith. İn this option, 
the Doctor has the character sheet vve”ve provided 
(vvhich you can adiust for any of his earlier 
incarnations), and the other players take the part of 
nevv characters. VVhether these are freshly created 
ones of your ovvn making, or a selection based on 
the Archetypes vve ve provided İsee the sheets in the 
Appendixl), that"s up to you. 


Nü TIME LÜRD AT ALL 

İUs not entirely necessary for the Doctor to actually 
appear in the game, after all UNİT and Sarah lane 
Smith have proved that they can defend the Earth 
vvithout the Doctor”s help. Sure, they mention him 
from time to time - after all, an encounter vvith the 
Doctor is a Life-changing event - but he”s not the 
focus of the story, and he doesn”t have to be in yours 
either. The characters could be rogue Time Agents, 
members of UNİT (see belovvl, alien explorers 
or plucky humans, robots or colonists, rebels or 
soldiers, the possibilities are endless in the vast 
universe. İf you vvant the game to travel to different 
vvorlds, they”ll need access to a ship or possibly 
üst hop from place to place vvith a Transmat. İf you 
vvant time travel, you”(l need access to some means 
of travelling the Vortex, be it a TARDIS, a recovered 
Vortex Manipulator or other time travel device. None 
of these need to be out of the reach of the characters, 
so long is it makes a great story. You could start vvith 
all human characters from present-day Earth vvho 
are scooped up by an alien ship. They could bumble 
from one adventure to another in the depths of space 
vvithout transport of their ovvn, catching a ride vvhere 
they can. Anything you can imagine is possible. 


UNTT SQUAD / TURUHVOUD TEAM 


The Unifted Intelligence Taskforce is the United Nation”s 
first line of defence against alien invasion. As such, 
they have divisions vvorldvvide vvith many different task 
forces and operations running to investigate, research, 
experiment and protect. A UNIT squad could be a 
great basis for a group of player characters: it could 
include scientific advisors, diplomatic negotiators, 
archaeologists and technicians, as vvell as the expected 
military firepovver. Each member vvould be assigned 
due to their unique set of skills, allovving them to 
complement each other and creating a good, balanced 
team. You could even equlp them vvith experimental 
time travel or teleportation equlpment like Proyect 
İndigo to get them moving around the universe or 
through history. More information and guidance for 
running a UNİT campaign can be found in Defending 
the Earth: The UNIT Sourcebook. 


A similar approach could be used to create an 
independent Torchvvood team, allovving the players 
to create a secret base (like the Hub, before it vvas 
destroyedl to investigate the strange and mysterious, 
and protect the Earth from alien incursion. 


69 CREATING A NEM CHARACTER 


İUs a big universe out there vvith plenty of room for 
nevv characters. İt takes a little more time to set up, 
but this allovvs you to bring something of your ovvn 
to the game. You get the character you d like to play, 
and you can take the storites in different directions 
vvith unique characters of your ovvn. 


As long as the Gamemaster approves, you can try 
anything. The Doctor”s companions in the past have 
been very varied to say the least - a highlander, an air 
stevvardess, a shop assistant, a lournalist, more than 
a fevv school teachers, a robot, a doctor, a librarian 
and a primitive, ALI have ioined the Doctor aboard the 
TARDIS, so if you think they"ll be interesting, give it a 
try. Above all, most (though not all of theml have their 
hearts in the right place and are on the side of good. 


İf this all seems too complicated, instead of creating 
a character from scratch you can use one of the 
ready-made Archetypes: these character sheets can 
be found in the Appendix. These are pre-generated 
companions that can be customised or used fust as 
they are, throvvn into the adventure almost instantly. 
dust come up vvith a background and a name, and 
you re good to go, or you can tvveak the numbers a 
little to better suit your tastes. dlust check vvhat all 
the terms and numbers mean and you re ready to 
travel the stars. 


Characters are defined by Attributes, Skilis and 
Traits. 


Attributes are vvhat your character is like: hovv 
strong they are, hovv clever they are, hovv perceptive, 
and so on. 


Skilis are vvhat your character knovvs: can they drive 
a car, hack into computers, apply a bandage, hovv to 
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ski, hovv to fight or hovv to bluff their vvay out of a 
situation? 


Finally, traits detail vvhat your character can do or, 
İn some cases, cannot do: are they ambidextrous, 
have a particular knack for fixing things, do they heal 
unnaturally quickly, are they rich, famous or have a 
family that keeps getting them into trouble? 


Attributes and skills have numerical ratings, the 
higher the rating the better they are at something. 


You are given a number of points to purchase your 
attributes, skills and traits, but these points are 
limited, so you may have to think it through a Little 
before assigning numbers. You”1I have to decide if 
the character is stronger than they are smart, vvittier 
than they are agile, and vvhat their particular areas 
of expertise are. For example, Clara may be brave 
and curious, the Doctor”s trusted friend vvho vvould 
sacrifice herself for him, but she”s not as ruthless 
as the Doctor. She might be “ust” a teacher, but that 
never stopped her from trying to save the vvorld. 


Points and scores are only part of it. Most of vvhat 
makes your character special is the player. Hovv you 
play them, the voice you give them, the decisions 
you make for them - all of this shapes the character 
into a Living, breathing person vvith a history and a 
personality. 


cə 
my 
"" 
"Ti 
- 
uz 
— 
co 
— 
zi 
ol 
lə 
Eri 
— 
(əl 
Eri 
uz 
"Ti 
— 
(əs) 
x 
(əə) 
m. 
yə 
"Ti 
— 
uz 
.. 
(əə) 
cz 
azı 
ai 
uz 
— 
(əə) 
— 
-— 
Ul 
(əni 
(ə) 
— 
uz 


cə 
.- 
— 
2. 
— 
tri 
0 
- 
— 
cə 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


VHÜ ARE THEY? 

First of all, the player should think about vvhat the 
character is like. Meddling investigator, curious 
scientist, or something else entirely? This vvill not 
only define vvhat the character is capable of doing, 
but also vvhere they spend the points to build them. 
Are they a companion?24A civilian or soldier, heroic or 
üst a normal average güy or gir(? Luckily, everyone 
is created equal in this game. VVe”ll take it one stage 
at a time, and guide you through. 


This method of character creation vvorks the same 
for everyone from Clara and Danny, to Robin Hood 
and Santa Claus. Everyone starts vvith a number of 
points to spend on attributes, skills and traits. You re 
also assigned a number of Story Points: make a note 
of these as they”ll come in handy later. 


Creating someone vvith a special ability, like Saibra 
and her ability to shapeshift, should be vvorked 
out closely betvveen players and Gamemaster. The 
Gamemaster has to be sure that the character vvill fit 
into the game, after all 


HÜV/ DÜ THEY FTT.IN? 

An important element to consider is each character”s 
role in the “team”. The Doctor may be able to do 
almost anything - he”s smart, quick and charismatic 
- but he needs his companions for a reason. They 
ground him, because sometimes he doesn t knovv 
vvhen to stop. His companions also provide him vvith 
knovvledge of his “second home” - Earth. They also 
provide companionship. Being the last of his kind isa 
Lonely place to be and his companions help keep him 
active, happy and enthusiastic, rather than slipping 
into aimless, depressed vvandering. 


So vvhat does each character bring? Are they a 
specialist in a particular field? A doctor, a soldier or 
a computer genius? Think of the team as a complete 
person and maybe assign each character a part - 
the brains, the heart, the muscles or the soul. The 
players should bear this in mind vvhen they are 
creating characters, and they should discuss vvhat 
kind of role each person vvill play in the group. 


The types of characters and the group dynamic vvill 
depend on vvhat the Gamemaster, has in mind for the 
game. 


69 ATTRIBUTES 


Attributes give you an indication of vvhat a character 
is capable of doing. Hovv strong they are, hovv smart, 
hovv charming, hovv clever, all these are defined by 
attributes ranked from 1 to ö. 


Players use Character Points to purchase the 
attributes of the character, limited to a maximum 
of six in each. 6 is the human maximum, and no 
character may have an attribute above 6 (unless 
they re something seriously special or alienl. It is 
very rare for a character to start vvith an attribute at 
6. At the other extreme, you must put at least one 
point into each attribute. You can”t have an attribute 
of 0 - vvhen attributes reach Ü due to inlury or other 
effects, the character becomes incapacitated, so you 
can ”t start in that statel 


You could put more points into the character”s 
Strength, and less into their Ingenuity, meaning 
that they re more of an athlete. On the other hand, 
you could put more into İngenulty and Avvareness, 
and Less into Coordination, making your character a 
slightly clumsy brain-boxl Or you could make atl of 
the attributes the same, making them equally good 
(or bad) at everything, though that may not be very 
realistic - nobody is equally good at everything. 


———————f05”$” . —— 
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UHARACTER ÜREATUN POİNTS 


Character Points: 24 

Character Points are used to purchase attributes and traits. VVe recommend you spend 18 points on 
Attributes and save ö for traits. You”ll gain additional Character Points by taking some Bad traits. İf you 
have any Character Points left over, you can convert them into Skill Points. 


Skill Points: 18 
Skill Points are used purely to purchase skills. You can get extra Skitl Points from any teftover Character 
Points. 


Story Points: 12 

Story Points are important as they allovv you to do extraordinary things in the game, like avoid fatal 
iniury, do special things or get out of a pickle. You don”t spend them during character creation, though 
this figure (12) is the maximum Story Point pool betvveen adventures. Purchasing particularly povverful 
abilities and traits (such as being a Time Lord, or having a povver like İmmortalityl can reduce this 


maximum. 


These Character Points vvill also be used to purchase 
traits later, so vve”d recommend that players spend 
18 of their Character Points on attributes and save 
ö for later, for buying cool traits. İf they don t spend 
them, or if they gain more points later on by taking 
Bad traits, they can alvvays “top up” their attributes. 


The six attrıibutes are: 


ANARENES5 

Travelling the universe is a dangerous occupation, 
and you ve really gottto be avvare ofyour surroundings. 
VVhether it is spotting the obfiect that has been 
disguised vvith a perception filter, or the Dalek 
Antibody that”s iust appearing round the corner, 
both use Avvareness. Avvareness takes into account 
anything that uses the five senses İ(sight, hearing, 
touch, smell or taste), or even that indefinable sixth 
sense of fust knovving that something is coming, 
sensing someone is tooking at you or talking behind 
your back. Avvareness can be used to notice an 
enemy or to look for clues. 


Avvareness 1 - oblivious to the goings on around 
them. Their friends frequently have to stop them from 
stepping out into busy traffic, and they usually miss 
important clues or signs. 

Avvareness 2 - still lovver than average, but this could 
be that they are preoccupled vvith something or easily 
distracted. 

Avvareness 3 - average person, fairly avvare of their 
surroundings, likely to spot some hidden clues, 
notice the approaching enemy or hear the strange 
happenings going on in the flat upstairs. 

Avvareness 4 - above average, quick to notice vvhen 
there is something vvrong. 


Avvareness 5 - perceptive, avvare of everything going 
on, can read others like a book, gut feelings are rarely 
vvrong. 

Avvareness 6 - human maximum, incredibly rare. 
Takes in everything around them subconsciously, 
uncannily good at spotting clues. Able to read vvhat 
people are realiy intending iust by fluctuations in their 
voice, or notice the most minuscule details 
Avvareness 74“ - superhuman, possessing enhanced 
senses. 
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COORDİNATİON 

Some people are fust better at controlling vvhat their 
bodies do, rather than flailing vvildly or falling over 
constantly. Characters vvith a higher Coordination 
can tvvirl batons, iuggle, are pretty good at aiming 
vveapons, and are great at paintball or laser-tag. 


Coordination is a combination of physical dexterity 
and hand-eye coordination (hence the namel. You 
may not think it, but playing your average video 
game vvill need good Coordination fust as much as 
healthier options like basketball or football, Doesn”t 
mean the video gaming couch potato isn t lacking in 
the other attributes thoughl 


Coordination 1 - a Lot lovver than your average person. 
They may have very poor control over their bodily 
movements, possibly due to being ungainly or a very 
slovv reaction time. 

Coordination 2 - still less than average, they re 
sometimes clumsy, not brilliant shots and don”t get 
the best scores on video games. 

Coordination 3 - human average, meaning they re 
able and coordinated. 

Coordination 4 - above average, vvith an almost 
athletic ability vvith good reflexes and hand-eye 
coordination. 

Coordination 5 - instinctive reactions, superior 
reflexes and best suited to professions vvhere such 
abilities are key, such as pilots or racing drivers. 
Coordination ö - human maximum, the quickest and 
most agile people on Earth. 

Coordination 7: - superhuman, special characters or 
aliens vvho move and aim vvith pinpoint accuracy. 


İNGENUİTY 

The Doctor is all about brains over bravvn, he can 
think (and usually talk) his vvay out of any situation. 
Knovvledge is povver, quite literally in most cases. 


İngenuity is a measure of hovv smart a character 
is, their basic reasoning ability, lateral thinking and 
overall intellectual capability, coupled vvith general 
knovvledge and practical experience. This doesn”t 
cover a specific knovvledge İthat"s vhat skills are 
for), or their aptitudes (those are covered vvith 
traits), merely the flexibility of mind and the general 
knovvledge they have gathered. İngenulty is all about 
hovv inventive they are, their lateral thinking as vvell 
as their overaltl intelligence. 


İngenuity 1 - someone vvho:s not exactly quick vvitted. 
They may not necessarily be stupid, but it takes them 
a little longer than your average person to vvork things 
out (if at all), or they may be from a primitive culture 
that doesn”t respect reasoning or learning. 

İngenuity 2 - still lovver than average, and they are 
unlikely to have continued their studies (unless they 
got their qualification from Mrs Golightly”s Happy 
Travelling University and Dry Cleanersl. They may iust 
not be interested and they certainly aren t so hot vvhen 
it comes to computer programming. 

İngenuity 3 - human average - they understand 
mortgages and current affairs and have a good 
general education, grasps the basics of computers 
and technology and can come up vvith solutions to 
simple problems that get in their vvay. 

İngenuity 4 - above average - you re talking University 
graduates (from a real University that is) vvith a flexible 


mind that can adapt itself to many circumstances and 
capable of deducing vvhodunnit from a fevv clues, 
possibly due to some natural talent. 

İngenuity 5 - vvell above average for a human, having a 
keen and penetrating mind thatis fulLof useful general 
vvisdom gained through a pursuit of knovvledge, hard- 
earned practical experience and a natural gift tovvards 
applying their brains in novel vvays. 

İngenuity ö - the human maximum and one of the 
keenest intellects on the planet, vvith truly open minds 
able to make incredible leaps of reason. 

İngenuity 7 - superhuman intelligence or alien 
characters, and remarkable minds such as the Doctor. 


PRESENGE 

Some characters are impressive because of their 
actions, others are charming and highly charismatic 
by nature, still others are intimidating and a rare fevv 
are all of these things at once. Characters vvith a 
lovv Presence are either easily ignored or unable to 
get dates, vvhereas characters vvith a high Presence 
can charm, carouse and persuade their vvay out of 
trouble. Presence 1 is the lovvest humanly possible, 
lovver than this is purely for the bestial monsters of 
the galaxy. 


Presence 1 - socially inept or iust plain rude lusually 
unintentionallyl. People can find it hard to get along 
vvith them and they may get ignored a little. 

Presence 2 - off-putting, they could be arrogant and 
selfish, incredibly shy or fust a Little creepy. 

Presence 3 - human average, generally likeable and 
easy to get on vvith but not necessarily a strong leader. 
Presence 4 - charming and commanding, people 
pay attention to them and take notice of vvhat they re 
saying. 

Presence 5 - silver-tongued or commanding, 
someone vvho can charm or boss their vvay through 
almost anything. 
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Presence 6 - avve-inspiring, regarded vvith respect, 
people vvant to be vvith them. 

Presence 7 - alien or superhuman characters, 
vvhose commanding and charismatic presence can 
svvay minds and influence thoughts. 


RESULVE 

Resolve isa measure ofthe character”s determination 
and vvillpovver. VVhether its something simple like 
resisting the urge to eat those chips even though 
you re on a diet, or keeping your mind clear of guilty 
thoughts in the presence of the Teller. İt also shovvs 
your determination to do something, hovv convincing 
you can be and hovv resolved to your cause you are. 
This determination can make an enemy pause before 
opening fire, change someone"s mind or instill 
confidence in your colleagues. 


Resolve 1 - vveak-vvilled and easily persuaded, or 
possibly lazy, crumbling quickly in the face of terror 
and adversity. 

Resolve 2 - less than your average human, failing to 
keep their Nevv Year”s Resolution beyond mid /lanuary, 
and quick to succumb to mind control, 

Resolve 3 - human average, moderately strong vvilled, 
able to control tthemselves, though they”llfreeze under 
gunfire fust like any normal person vvould. 

Resolve 4 - a strength of vvill above your average 
person, enduring hardships and vvilling to face iniury 
or death for their personal convictions and beliefs. 
Resolve 5 - determined and resolute, at the peak 
of personal discipline and control, shovving much 
stronger vvillpovver than most people. 

Resolve 6 - paragon of virtue, morally immovable and 
able to resist almost any temptation or fear. 

Resolve 7: - alien resolve, the most iron vvilled and 
unstoppable of aliens or superhuman characters. 


— — — — ————-£:Y— 
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STRENETH 


Strength, iust like the Defrabricator, does exactly 
vvhat it says on the tin - it is a measure of hovv strong 
your character is. Stronger characters pack more 
of a punch vvhen they have to resort to physical 
violence, are able to lift heavy obyects or people, and 
can carry atl that scientific equlpment a Lot further 
before having to take a rest. Stronger characters are 
usually physicaliy active, sportsmen or vvomen, or in 
the armed forces. Your average checkout girl at the 
supermarket may not be exactly feeble, but she"s not 
going to be able to hold their ovvn in an arm-vvrestling 
contest vvith a vveight lifterl 


Strength is also used to determine physical damage 
inflicted on others. The stronger the character is, the 
more damage they vvill do vvhen they throvv a punch. 
Every level of Strength relates to one point of damage 
inflicted from a punch or kick. More information on 
fighting and damage can be found in Chapter Three: 
I Can Fight Monsters, I Can”t Fight Physics. 


On average, a character can comfortably lift around 
15kgs for every level of Strength they have. They 
can carry this around for a vvhile vvithout too much 
of a strain, but in dire circumstances (and for short 
periods of time) they can Lift tvvice this amount. So 
a character vvith Strength 3 can comfortably carry 
around 45kgs, or lift ?ükgs for a short period. İn times 
of great stress, and vvith a suitable roll characters 
may Lift even more than this vvhen the adrenaline 
kicks in. 


Strength 1 - your typical vveakling, vvinded ansvvering 
the door, has difficulty opening a packet of crisps. 


Strength 2 - vveaker than normal, struggles changing 
a car tyre, gets out of breath running for the bus. 
Strength 3 - average human, able to hold their ovvn 
in a fight, open the toughest of far lids, and can carry 
someone on a stretcher for a good distance. 
Strength 4 - stronger than the average human. 
Strength 5 - the toughest athletes, sportsmen and 
vvomen. 

Strength ö - human peak, capable of picking people 
up and throvving them over their heads. This sort of 
Strength is usually seen in professional vveightlifters 
or bodybuilders. 

Strength 73 - only for the specially enhanced 
characters or more-povverful aliens. 


ASSIRNING ATTRIBUTES FOUR YÜUR 
EGHARALCTER”S STRENETHS AND VEAHNESSES 


İf you re unsure hovv to begin assigning the Character Points, imagine vvhat the character is golng to be 
like - are they stronger than they are smart, more determined than they are observant? Have a look at 
the six attributes and pick one that they are most knovvn for. Make a note on the character sheet next to 
that attribute, and putla A in that one. Next, think of vvhere the character is vveakest. Are they a little vveak 
vvhen it comes to physical strength, or do they crumble in the face of terror or mind-control? VVhichever 
attribute you choose as your vveakest, give it a value of 2. The remaining four attributes are lust average, 
so put 3siin them all, 
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Novv you have the numbers next to your attributes, you can change them a Little if you like. You can 
increase an attribute by a point, but you”ll have to reduce a different one by a point to compensate. İf you 
lose track, iust add up the attributes and they should come to 18. lust remember, no attribute can be 
higher than ö or Lovver than 1. This vvill leave you vvith ö points for purchasing Good traits. Feel free to 
play about vvith the numbers to best suit the character. 
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HİƏHER ATTRIBUTES 


Superhuman or alien attributes that go higher than ö are handled in exactly the same vvay as normal 
attributes, but they re certainly not for normal characters. These are reserved for special characters. 
Of course, aliens and Villains often have attributes higher than the human norm, but they are treated in 
the same vvay. These characters are often stronger and more povverful than others and should only be 


created under the vvatchful eye of the Gamemaster. 


Attributes above 6 cost the same İthought it/s going to be expensive to buy an attribute that highl. Hovvever, 
you cannot purchase attributes above level ö vvithout being enhanced or alien in some vvay. You”1l need to 
purchase a trait (such as Cyborg, or Alienl to allovv you to do this (see Special traits, pg. 49). 


UHARALTER UBEATİUN EXAMPLE 


Edvvard ponders the sort of character he”d 
like to play. He vvants to be smart and quirky, 
something of a boffin. He decides this is vvhat 
people think of first vvhen describing his 
character. Smart is the key, so he decides that 
İngenuity is golng to be his most important 
attribute, and puts 4 next to it on the character 
sheet. He also decides that all this time spent 
becoming smart has meant that his character 
isn”t particularly physically strong, so he 
puts 2 into Strength. That leaves Avvareness, 
Coordination, Presence and Resolve so he 
puts 3s into all of those. İlUs still not quite hovv 
he”d like, so he bumps İngenulty up to 5, but 
he has to take a point off of something else 
to balance. He figures that he is somevvhat 
clumsy, so drops his Coordination by a point. 
Edvvard vvants to be able to pick up on things 


others might miss, so increases hischaracter”s 
Avvareness to 4, and drops Presence to 2 (he”s 
planning on being a bit shy, to start vvithl. 


His Attributes are therefore: Avvareness 4, 
Coordination 2, İngenulity 5, Presence 2, Resolve 
3, Strength 2. He"s neither strong nor agile, but 
there”s not much that vvill get past him. 


UNDER-BUYINü ATTRIBUTES 

The 24 Character Points you have to play vvith vvhen 
it comes to assigning attributes vvill still create an 
above-average companion - after all, they may 
appear to have average lives but come into their ovvn 
vvhen the Earth or themselves are in danger. 


Your average person on the street vvill have 
attributes ranging from 2-3, vvith 3 being the normal. 
İf you d prefer a character that is realiy normal, and 
not slightly above-average like the Doctor”s usual 
companions, you can opt to save more of the points 
for later, and spend them on Traits. 


Careful purchasing ofattributes andusing your points 
in creative vvays vvilLl reflect vvhat your character is 
like. For example, playing a slightly older character 
than your average companion, you could spend 
less on physical attributes such as Strength and 
Coordination, increase İngenulty and save polnts for 
more skills. 


69 TRAITS 


Everyone is different and everyone has their ovvn 
unique mix of mental and physical peculilarities. İn 
the Doctor VVho Roleplaying Game vve call these 
traits. Traits can be good or bad, but further help 
to define the character. Are they brave, pretty or 
particularly cool vvith gadgets? Are they cruel at 
times, boring or likely to trip over their ovvn feet? ALI 
of these can be traits. 


For example, being able to calculate the square root 
of Pi is a Good trait (though donft try it at partiesl, 
vvhereas having an irrational fear of crabs is a Bad 
trait (especially if you come across any Macral. 


VVhen the characters are in a situation vvhere a trait 
may come into play, it can aid or hinder their actions. İf 
the player thinks that the situation could involve one of 
their traits, they should mention it to the Gamemaster, 
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even if its a Bad Trait and vvill make things harder 
for the character. İf ifs in keeping vvith the character 
by bringing a Bad Trait into play, the player may be 
revvarded vvith Story Points (more on this laterl. 


For example, vvhen the Doctor is piloting the TARDIS, 
he uses his İngenulity and the Technology skit. The 
Vortex trait means that he”s familiar vvith using the 
TARDIS and piloting the time streams in general, and 
the Doctor”s player mentions this. lUs a Good Trait, 
so it”lL make things easier for the Doctor, giving him 
a bonus to his dice rolls. 


Sometimes, a trait can affect game play vvithout you 
having to roll any dice. Some traits simply help or 
hinder the character all of the time. For example, 
Phobia can hinder your actions if you face the obfect 
of your fears, or Code of Conduct can limit your 
choices in any given situation, iust as Tough can save 
your Life in a fight vvithout any dice needing to be 
rolled. The traits description vvill give you an idea of 
hovv each of the specific traits vvork, but if the player 
and the Gamemaster think the trait is apt to the 
situation, then it comes into play. 


Some Good Traits are very povverful and require the 
expenditure of a Story Point (or more) to “activate”. 
Actively playing in character and using Bad Traits 
during the game to make it more dramatic, like 
running into the unknovvn because you have the 
İmpulsive trait, can often earn you Story Points. 


BUYINü TRAITS 

Traits are purchased vvith Character Points, like 
attributes. İf you ve already spent all your Character 
Points, don t vvorry. İf you vvant to go back and lovver 
an attribute so you can use the Character Point for a 
trait, feel free. Or you can choose to take a Bad Trait 
to give you an extra Character Point to play vvith to 
buy a Good Trait. 


Traits come in different sizes too. Lefs face it, being 
able to recite the alphabet backvvards isn”t golng to 
be as useful as being able to regenerate your vvounds. 
To reflect this, traits are split into three types. 


Minor Traits cost 1 Character Point to purchase (or 
provide the character vvith 1 point if they”re Badl. 


Malor Traits cost 2 Character Points to purchase for 
provide 2 points if they re bad for the characterl. 


Special Traits are the big guns ofthe traits vvorld, they 
cover the ability to do superhuman things and cost 
Character Points and sometimes some of your Story 
Points as vvelL... yes, they re that expensivel Some of 
these Special Traits are not really for your average 
character or companion, so the Gamemaster vvill 
have final say vvhether the player should have any 
of these Special Traits, and players should discuss 
having these special characters vvith them before 
purchasing them. Many of these traits are for aliens 
and alien characters. 
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FARNINü (HARACTER PUİNTS 

VVTH BAD TRAİTS 

Giving the character a Bad Trait vvill give you 
more Character Points that can be either spent on 
attributes, additional Good Traits or even spent 
on skills if you think the character is lacking in a 
particular area. Taking a Lot of Bad Traits may give 
you a vvealth of Character Points to spend elsevvhere, 
but it can be very limiting to the character. 


İt is recommended that the Gamemaster Limits 
the number of Bad Traits to ö points per character. 
Hovvever, some of the Special Traits cost so many 
points that they require some Bad Traits to even 
begin to be able to purchase them. 


PURUHASING TRAİTS MÜRE THAN ÜNCE 
Traits can only be purchased once, unless the 
Gamemaster approves. İn these rare cases, it is only 
vvith traits that can relate to multiple things - for 
example a phobia of rats and spiders İtvvo different 
Phobia Traits, but vvoe betide if they meet a rat-spider 
hybridll. As a guide, traits that can be purchased 
multiple times are marked vvith an asterisk İ("), 
but multiple purchases must be approved by the 
Gamemaster. 


ÜPPUOSINü TRAİTS 


Also, opposing traits shouldn”t be purchased as they 
simply cancel each other out. You cannot be both 
Technically Adept and Technically İnept, and you 
cannot be Distinctive and have Face in the Crovvd. 
Some opposing traits may be purchased if the 


Gamemaster allovvs - for example, a character could 
be both Lucky and Unlucky, meaning that their luck 
is extreme in both cases. Brave can be purchased 
vvith Phobia, as you can be brave in the face of 
everything except the thing you”re secretly scared 
of, İf the player can rationalise it sensibly, and the 
Gamemaster approves, they can purchase almost 
any trait they vvish. VVe”ll point out some of these 
restrictions in the traiUs descriptive text. 


69 LIST OF TRAİTS 


Belovv is a list of traits that can be purchased or taken 
by the character. Each trait describes its effects upon 
the character or hovv it can be used, along vvith the 
traits value İvvhether it is a Minor or Mafor Trait), 
either Good or Bad. 


The list is by no means exhaustive. The Gamemaster 
can create nevv traits from scratch. They vvill have to 
assign the nevv trait a value (Minor or Mafor, Good 
or Bad) and define any features, vvorking vvith the 
players to create something cool and interesting. 
Use the existing traits as a guide. 


Traits should effectively follovv the character through 
time and space. Ones that are relative to their ovvn 
planet or time zone may only be vvorthvvhile if your 
adventurers intend to repeatedly return home. 
Creating traits such as VVealthy or Famous are fine 
if you re golng to stay on Earth, but the moment you 
leave these traits become vvorthless. 


The follovving list of traits is split into Good Traits 
(firsti, then Bad Traits, and finally Special Traits. 
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69 GDÜD TRAİTS 


ANIMAL FRIENDSHİIP (Minor Good Trait) 

Some people fust have a natural affinity for animals - 
creatures seem to like them for no apparent reason. 
Maybe they ust smell friendly or give off the right 
signals, but animals are put at ease and may even go 
against their training to greet their nevv friend. 


Effects: VVhen encountering an animal for the first 
time, the character may attempt to shovv it that they 
mean no harm and calm any aggressive tendencies. 
This trait gives them a 42 modifier to a Presence and 
Convince skill roll to calm an animal, VVith a Fantastic 
result, the animal, even a trained guard dog, may 
adopt the character as their nevv masterl 


ARRUMUANT HMinor Good Trait) 

VVhile it doesn”t make them very easy to get along 
vvith, some individuals have a povverful confidence 
that allovv them to deal vvith any situation. 


Effects: The character gains 42 to resisting fear 
and feelings of hopelessness, but suffer -1 to social 
interactions vvith those they consider to be inferior. 


ATTRALCTIVE (Minor Good Trait) 

For every horrible beastie the Doctor encounters, 
there”s a pretty face. Of course, a lot of this is 
subiective, and can depend upon personal taste or 
even speciesl After all, Chantho vvas kinda pretty for 
a big bug lady, even to us humans, so imagine hovv 
pretty she vvould be to another of the Malmooth on 
Malcassairo. Having the Attractive trait means the 
character is attractive and pleasant on the eye. 


Effects: The Attractive trait comes into play vvhenever 
the character is doing something that their looks can 
inftuence. As a Good Trait, the character vvill get a 
42 bonus to any rolls that involve their stunning 
good Llooks, from charming their vvay past guards to 
getting information out of someone. 


Note: Cannot be taken vvith the Unattractive Bad 
trait. 


BIDCHEMICAL GENİUS tMaior Good Trait) 
Some people are a dab hand vvith chemistry and 
biology and have a natural Teel for the vvay the tvvo 
combine. 


Effects: The character gains Areas of Expertise for 
the Science skill in Biology and Chemistry and may 
create biological or chemical “Gadgets” using the 
diggery-Pokery rules, using the Science skill instead 
of Technology for all relevant rolls. 


BÜFFIN tMaior Good Trait) 

Boffin is a term that originated in VVVVII to describe 
those vvho constantly tinkered and experimented 
vvith equipment and technology to create futuristic 
devices. Having the Boffin trait means that you” re a 
genius vvhen it comes to tvveaking vvith electronics 
and machinery to cobble together the most useful 
gadgets and gizmos. 


Effects: This trait allovvs the character to create 
Gadgets through the fine art of 2iggery-Pokery”. Your 
average .loe cantry to open their household appliances 
and vvire them together to try to make something - 
though they”ll probably only gain an electric shock or 


vvorse, Only a Boffin can create a useful device that can 
scan DNA, crack a safe or disable Dalek forceftelds. 
More details on creating Gadgets can be found in the 
diggery-Pokery rules on pg. 113. 


Note: Cannot be taken vvith the Technically İnept Bad 
trait. 


BRAVE Minor Good Trait) 

Facing the invading monsters, bloodthirsty aliens 
and the many threats that companions encounter 
vvil. mean that the characters are usually fairly 
courageous to even get involved. Hovvever, some 
people are more fearless, and can stare dovvn a 
Sontaran in the face vvithout flinching or shout at 
the Cybermen vvithout vvorrying about the imminent 
reprisal. 


Effects: The Brave trait provides a 42 bonus to any 
Resolve roll vvhen the character could get scared or 
need to shovv their courage. 


Note: Cannot be taken vvith the Covvardiy Bad Trait, 
though individual Phobia Bad Traits can still be 
purchased. 


CHARMINDÜ Minor Good Trait) 

Robin Hood could probably charm his vvay through 
an entire adventure, yust by smiling at the people 
he meets and carousing his vvay. Some people are 
naturally charming, and can make people svvoon, 
very handy if you need to get people to do something 
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for you, or to let you into a facility. The Charming trait 
reflects this additional seductive quality, and gives 
them an edge vvhen trying to schmooze their vvay 
through any situation. 


Effects: Charming is a Minor Good Trait, and vvhen 
the character is trying to charm their vvay through 
an encounter, they receive a 42 bonus to the roll. 
Useful for talking your vvay out of being killed, but 
not alvvays suitable for every social situation. 


EMPATHIL (Minor Good Trait) 

People naturalily hide their true emotions unless they 
are really upset or stressed, and it takes training or 
a natural gift to be able to read the tiny signals that 
give avvay vvhat they re really thinking or feeling. 
Some people have an empathy vvith hovv others are 
feeling and can use this gift to aid them vvhen trying 
to get information or to calm someone dovvn. 


Effects: Empathic is a Minor Good Trait that provides 
the character vvith a 42 bonus on any rolls vvhen 
they are trying to empathise or read another person. 
This could be a simple Presence “ Convince roll to 
reassure someone vvho:s panicking in the middle ofa 
battle, or an Avvareness - İngenulty roll to try to read 
another”s actions and speech to see if they re lying. 


FACE IN THE ÜRUVVD tMinor Good Trait) 

Some people can be unremarkable in manner or 
appearance, or are so comfortable in foreign places 
and vvith alien creatures that they can fade into the 
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background and not be too noticeable. This means 
that despite vvearing something that might not be 
authentic to the time period, you fit in and people 
seem to ignore your “alien-ness”. 


Effects: As long as they re not dressing like a clovvn 
or anything too vveird, and not doing anything that/(l 
attract their attention, people vvill leave the character 
to go aboutvvhat they re dolng.lfthe Gamemaster asks 
for a roll to blend in”, the trait provides a bonus of 42 to 
any Subterfuge skill roll vvhen they re trying to sneak 
about and not get noticed vvhen in a crovvd of people. 


Note: Cannot be taken vvith the Distinctive Bad Trait. 


FAST HEALINü tMaior/Special Good Trait) 

The ability to recover quickly from an inlury is bound 
to be useful in your daily attempts to fend off alien 
invasion. Some people simply recover quicker than 
others, halting the bleeding and managing to carry 
on. Some very special individuals can heal mayor 
iniuries, even regrovving limbs, vvithin momentsl 
This doesn”t make them immortal fthey can still be 
killed if they receive too much damagel but if they 
survive, the iniuries they sustain heal themselves at 
a remarkable rate. 


Effects: Fast Healing is either a Mafor Trait or a 
Special Trait, depending upon the speed of recovery. 
As a Mafor Good Trait, the character vvill heal any 
damage they have sustained quicker than a normal 


person. Any Attribute Points they have lost due to 
inilury are regained at a rate of 1 point per hour, 
though the Gamemaster may decide that broken 
bones vvill take longer to heal, They might not be able 
to regrovv lost limbs or compete in athletic events 
vvith a gunshot vvound, but they"ll still be up on their 
feet faster than most. The player may still have to 
rationalise vvhy the character can heal quickly vvith 
the Gamemaster before taking this trait. 


Hovvever, as a Special Good Trait, the Attribute Points 
lost are recovered at a rate of 1 point per minutel 
Bullet vvounds heal over before your eyes and lost 
limbs are regrovvn. This is a very rare trait, though 
some creatures have been knovvn to recover this 
quickly thanks to healing nanobots or a fast alien 
metabolism. They can still be killed as normal if three 
or more of their attributes are reduced to zero or 
lovver, or if they are hit by a Lethal attack, but they vvill 
quickly recover from most damage that isn”t fatal, As 
a Special Trait, this costs ö Character Points as vvellas 
ö Story Points. Having a character recover this quickly 
is certainly not natural, and the reason for their ability 
should be discussed vvith the Gamemaster before 
players are allovved to purchase this trait. 


FRİENDS (Minor or Maiğor Good Trait) 

The character has people they can call upon for 
information or help. They may have reliable friends 
vvho can help them out (maybe they knovv someone 
vvho has some political pull or is vvell respected in the 
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community), contacts vvithin an institution (do they 
knovv someone vvho vvorks in UNIT, Torchvvood or 
even the VVhite House?), or someone vvho can supply 
information (a shady guy vvho keeps finding out things 
that the public aren t meant to knovvl. Friends can be 
either a Minor or a Mafor Trait, depending upon hovv 
informative or helpful the friend in question isl 


The trait vvill not replace investigating something 
yourself. After all, vvhere”s the fun if you get other 
people to do all the sneaking around and research 
for you? Hovvever, these friends are a great source of 
information on the background of a place or person 
that may othervvise take a vvhile to uncover, vvhile 
your character is busy doing something else. This 
can also be an excellent source of fresh and nevv 
adventures as the friend tips you off vvhen something 
is happening. 


Effects: As a Minor Trait, they knovv someone vvho 
knovvs someone - a Triend of a friend”, but the 
source (and their information) is usually reliable. 
İt may be that they knovv a friend vvho vvorks in the 
local nevvspaper or council office vvho hears things 
as they re reported and can steer the character in 
the direction of strange events. As a Malor Trait, 
the person in the knovv is far more reliable, the 
information is accurate, or their contact may be 
leaking information from somevvhere like UNİT or 
may even be someone of some povver like VVinston 
Churchill or the Queen of Englandl 


Their contact may be putting themselves at risk to get 
the information to the character, but ifs unlikely to be 


discovered. İt should be noted that avvay from their 
home planet, unless their Friends are time and space 
travellers, this trait cannot be used vvhere the friends 
cannot help them. 


HÜT SHÜT (Minor Good Trait) 

Some people are a natural vvhen it comes to most 
forms of transport. They can fly planes through the 
harshest of thunderstorms or drive cars at high 
speeds vvithout crashing. They are the best of the 
best vvhen it comes to piloting vehicles. 


Effect: Hot Shot is a Minor Good Trait providing the 
character vvith a 42 bonus to all Transport rolls. 
This bonus is especially effective vvhen used to 
push the speed of a vehicle, as they can get the best 
performance from the craft. 


HYPNUSIS tinor/Malor/Special Good Trait) 

The Doctor has been knovvn to use a bit of hypnotism 
to calm a savage beast and to help people to 
remember things, putting them in a calm and relaxed 
state. Hypnosis as a Minor Good Trait means the 
character can put people into a mild hypnotic state. 
VVe”re not talking mind control here, ifust some basic 
hypnotic techniques - a tone of voice, a calm vvay of 
talking - that can calm people dovvn and possibly 
influence them to do vvhat you vvant. The Mafor Good 
Trait verges on mind control, and not the sort of thing 
a companion vvould do. The Special version of this 
trait allovvs complete possession, and is best left to 
the Master and other Villains. 
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Effects: As a Minor Trait, Hypnosis adds a 42 bonus 
to any social interaction vvhere you re trying to either 
calm someone dovvn or to get them to do vvhat you”d 
like. İUs dependent upon the situation of course, 
the Gamemaster may not allovv in the middle of a 
battlefield, for instance. Usually, there should be 
fevv distractions, and the target and the hypnotist 
should be able to hear and see each other, unless 
there is some advanced or alien technology involved. 
The target can resist using İngenulity - Resolve (see 
“Being Possessed", p.97l. 


The Mafor Trait vvorks the same vvay, but if the 
character succeeds in hypnotising the subyiect 
(using Presence 4. Convince), they can make them 
do anything not intrinsically against their nature 
(such as harm a friend or themselvesl - in this case, 
the target can make another roll to resist (vvith a 43 
bonusl to snap out of their hypnotic state, vvaking to 
vvonder vvhat they vvere doing. No matter vvhat, they 
cannot be hypnotised into kitling themselves - their 
survival instinct is too strong. 


The Special version of this trait costs 3 points and 
effectively allovvs the character to possess another 
person. This can be full-on mind control, or actually 
leaving their body to inhabit someone else”s. This 
level is reserved for alien or special characters, not 
for normal player characters. 


İNDÜMTABLE tMaior Good Trait) 

Thatis the human race all round... indomitable. 
The character has determination and an iron vvill, 
meaning they are better at resisting mind control 
and hypnosis. They have something that grounds 
them, reassures them of vvho they are and protects 
their minds against invasion or hypnotic control, 


Effects: The İndomitable trait gives the character a 
x4 bonus to any rolls to resist becoming possessed, 
hypnotised, psychically controlled or similar. İn 
many vvays, this trait can also be used to avoid being 
dissuaded from their course of action - for example, 
River Song is usualiy determined to go off by herself 
despite the Doctor”s vvarnings. İf the Doctor tried to 
convince her to stay, her İndomitable nature vvould help 
her to remain single-minded and determined to do as 
she vvants, even if it isn t the best idea in the vvorld. 


HEEN SENSES HMinor/Malğor Good Trait) 

The character is very avvare of their surroundings. 
VVhether they have a keen eye for detail and noticing 
vvhen something is vvrong, or a nose for a particular 
scent, they are particularly perceptive - alvvays a 
good thing vvhen tracking or encountering alien 
intruders. 


Effects: As a Minor Trait you should specify vvhich 
of the character”s senses is particularly keen. A 42 
bonus only applies to Avvareness rolls that use that 
sense, vvhether it is sight, hearing, smell, touch, 
taste or that elusive sixth sense. Only one sense can 
be chosen - more than one, and its a Mafor Trait. 
The Mafor Trait, a 42 bonus applies in any instance 
vvhen using Avvareness to notice or spot something, 
no matter vvhat sense is being used. 


Note: Cannot be taken vvith the İmpaired Senses Bad 
Trait in the same sense, although different ones can 
be taken. For example, you could have keen vision, 
but be hard of hearing. The lmpaired Senses Bad 
Trait should not be taken vvith the Keen Senses Mafor 
Trait, unless all of the character”s other senses are 
compensating for a single impaired sense. 


LUCEY (Minor Good Trait) 

Lady Luck is on their side. Call it a fluke, call it 
chance, but fortune is smiling on the character. The 
traffic lights changed iust at the right moment to give 
them a chance to get through, they fust managed to 
roll under the blast doors before they closed and they 
flicked the right svvitch to restart the ship/s engines. 
Every day is their lucky dayl 


Effects: The character is luckyl Simple as that. İf you 
roll tvvo “T”s on your dice - “snake-eyes” as they call 
"em in Vegas - you re probably golng to fail, At least 
normally. Characters vvith the Lucky trait get a second 
chance vvhen double “1"s are rolled, and you can re- 
roll both dice, trying for something better. İf you get 
double "T"s again, vvell, your luck obviousiy doesn”t run 
that far, and you must keep the second result. 


MILITARY RANH” 

(Minor, Mağor or Special Good Trait) 

The character has a military rank, vvith all the 
privileges and responsibilities that entails. İf they 
belong to UNİT but do not have this trait they are 
considered to be regular enlisted soldiers (Privates 
or Corporalsl. 


Effects: As a Minor Trait, the character is a Sergeant. 
As a Maflor Trait, they are a Lieutenant. VVith the 
permission of the Gamemaster, a player may begin 
higher than a Lieutenant, vvith good back story 
ustification and by purchasing the trait additional 
times. The table belovv summarises ranks. The 
Special version of this trait also gives the Friends 
(Government and Militaryl trait to represent the 
officer”s political and military connections. 


None 


Private or Corporal 
İplayer”s choice) 
Sergeant 
Lieutenant 

Captain 

Lieutenant Colonel 
or Malor 


Minor 
Mafor 
Maflor x2 
Mafor x 3 
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NÜBLE (Minor Good Trait) 
Some people are born into the highest levels of society 
and are used to entertaining dignitaries, ambassadors 
and even kings and queens. 


Effects: The character”s experience gives them a 42 
bonus vvhenever they deal socially vvith the cream 
of society, especially vvhen you are in a formal 
environment. 


OHMED FAVOUR” tMinor/Malor Good Trait) 
Someone out there ovves the character a favour. İt 
can be anything from a sum of money, repayment for 
introducing them to their future vvife or even saving 
their life. VVhatever it vvas, they re not going to forget 
it, and in the character”s moment of need they can be 
called upon to help out in a dire situation. 


Effects: As a Minor Trait, the favour is something 
relatively small - a small amount of money (only 
£1000 or sol, introducing someone to them at a 
party vvho later became a valuable business client 
or romantic partner, or you bailed them out vvhen 
they vvere in trouble. As a Maflor Trait, the favour 
İs more important, from a large amount of money 
(over £10,000) to saving their life. İf appropriate, you 
may opt to call in the favour and seek assistance in 
the current adventure. Of course, if you ask for a 
favour bigger than the original debt, they may vvalk 
off aftervvards saying “vve”re quits, don”t call on me 
again”, or you could even end up ovving them a favour, 
and gain the Ovves Favour Bad Trait (see pg. 46). 


PERLUSSIVE MAINTENANCGE 

(Minor Good Trait) 

There are some people İmad scientists, leather 
iacketed greasers from the 1950s, etc.) vvho have a 
rather peculiar innate understanding of machines 
that allovvs them to activate malfunctioning machinery 
vvith a single vvell placed blovv to the appropriate area. 
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Effects: VVhenever the character fails a roll to repair 
some sort of technology, they may immediately 
vvhack it vvith their fist or some other obiect and may 
roll again, replacing İngenulty vvith Strength. They 
may only attempt this once per repair. 


İn addition, if they don t have time to make a proper 
repair, they may use Percussive Maintenance to get 
a plece of technology temporarily vvorking by making 
a Strength - Technology roltL On a Success, the tech 
vvill vvork for one use, on a Good Sucecess, it vvill 
vvork for Dö uses, and on a Fantastic Success it vvill 
continue to function until the Gamemaster decides 
othervvise. 


PHÜTQOGRAPHIC MEMÜURY HMağor Good Trait) 
VVith fust a fevv seconds of concentration, the 
character can commit something to memory to be 
instantly recalled vvhen needed. People vvith this 
trait rarely have problems passing exams, and can 
remember exact lines from books. 


Effects: The Photographic Memory trait can be used 
in a couple of different vvays. İf the character knovvs 
they re going to have to remember something at a 
later time, such as the combination to a Lock or the 
instructions to program a computer, they can spend 
a moment to take the information in and commit it 
to memory. İf they vvant to recall the information, 
they can vvithout having to roll, but they must have 
declared that they ve taken the time to concentrate 
and remember it at the time. Similarly, if they vvant 
to remember something that they haven”t actively 
committed to memory, there"s a chance it may be 
stored in there somevvhere along vvith last vveek”s 


shopping list or vvhat time that film is on they vvanted 
to vvatch. To recall something vital that they may 
have only glanced at or possibly missed altogether, 
you can spend a Story Polnt. 


Note: Cannot be taken vvith the Forgetful Bad Trait. 


PSYUHIL TRAININU tMinor Good Trait) 

Don t you fust hate it vvhen you vvave your Psychic 
Paper at someone and they don”t see anything? 
Psychic Training means they are able to protect 
themselves from mental coercion or deception and 
are avvare of psychic attack or memory alteration. 
They can put up basic defences to protect themselves, 
vvhich can be as simple as imagining a plain vvhite 
vvall to repeating a Beatles tune in their head. 


Effects: This Minor Trait gives the character a 42 
bonus to Resolve rolls vvhen trying to resist psychic 
attack or deception. İt doesn”t alvvays vvork, but it is 
strong enough to resist a lovv level telepathic field 
such as that of Psychic Paper. 


QUICH RBEFLEXES (Minor Good Trait) 

The character is fast to act vvhen things happen, 
reacting to situations almost instinctively. lt doesn”t 
mean they cannot be surprised - if they don”t knovv 
something/s coming they can t react to it - but vvhen 
something attacks or bad happens, they re often the 
first to react to it. 


Effects: İn a conflict situation, vvhen they haven”t been 
taken completely by surprise, the character is assumed 
to alvvays go first vvhen acting at the same time as 


others. They vvon”t alvvays go first in a round, but if tvvo 
or more people are acting in a single phase (such as 
Talkers, Runners, etc.), the person vvith Quick Reflexes 
goes first. İf more than one person in a phase has the 
Quick Reflexes trait, the character vvith the higher 
relative attribute goes first. For more information on 
Conflicts, Actions and Rounds, see pg. 80. 


Note: Cannot be taken vvith the Slovv Reflexes Bad 
Trait. 


RESUURCEFPUL PÜOLCHETS Minor Good Trait) 
The Doctor has said that he has pockets like the 
TARDIS, and he does seem to carry some strange 
things around in them. Sometimes people /ust have 
that knack of accumulating things - nothing terribly 
important or bulky, but little things that can be useful 
vvhen you have to MacöÖyver something together at 
a time of peril. İf you have the Resourceful Pockets 
trait there”s a chance, albeit a slim one, that you 
may have something useful in them that could get 
you out of a sticky situation. Remember, Resourceful 
Pockets doesn t have to mean Ppockets” - you could 
have an excellent utility belt, and vvho knovvs vhat 
can be found in a handbag. 


Effects: The player can either spend a Story Point 
and find the thing they need, or rolla couple of dice. İf 
they get a “double”, for example rolLling tvvo “Ts or tvvo 
"9"s, then they find something helpful in their pocket, 
from a cricket ball to a clockvvork mouse. Of course 
it may not be exactly vvhat you vvere expecting, but it 
may still be useful in some vvay. 


REVERSE THE PÜULARITY DF 

THE NEUTRUN FLÜUV tMaior Good Trait) 

Those vvith a particular genius for science have an 
innate understanding of the ebb and flovv of energy 
and can make intulitive leaps that allovv them to 
solve scientific and technological problems through 
unusual applications of that energy. 


Effects: This trait may be used once per adventure. 
After the character has failed a roll using the Science 
or Technology skill, the player may declare they are 
“Reversing the polarity of the neutron flovv” and turn 
the result into an automatic Fantastic Success. 


RUN FOUR YÜUR LİFEİH (Minor Good Trait) 

There are many times vvhen the opposing forces are 
too numerous or fust too povverful to take dovvn. The 
best thing you can do is to flee, run for your life and 
regroup to plan a nevv angle of attack. The character 
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vvith this trait has obviously got this running thing 
dovvn to a fine art and vvhen danger is close behind 
there is that extra motivation to simply scarperl 


Effects: The character is better at running avvay from 
danger, usually due to all the practice they ve hadl 
VVhen being chased (see pg. 98), you receive a 41 
bonus to your Speed vvhen fleeing. 


SEREAMERİ (Minor Good Trait) 

The character has been knovvn to scream in the face 
of terror on many occasion, and this ear-splitting 
sound vvill penetrate miles of corridor to alert others 
to their location and the imminent threat. 


Effects: At times vvhen they are scared or threatened, 
the character can scream their lungs out. No roll is 
necessary, though using this trait vvill cost a Story 
Point. Anything or anyone else in the room vvill be 
stunned and vvill be unable to act for their next action. 
The Screamer should take their next action running 
avvay vvhile the enemy is stunned - they are rarely 
brave enough to do anything else. The scream also 
alerts their companions, and the rest of the group 
vvill automatically knovv the direction they are in. 


Note: Screamers usually gain this trait from being 
easily scared. The Screamer trait cannot be taken 
vvith Brave and the character vvill never receive 
any bonuses vvhen trying resist getting scared (see 
“Getting Scared” on pg. 94). 


SENSE ÜF DİRECTİÜN Minor Good Trait) 

There are some people vvho instinctively knovv the 
easiest vvay to get from one place to the next. İt 
may be a labyrinthine maze of streets and identical 
houses, but characters vvith the Sense of Direction 
trait rarely seem to get Lost, or can usualily find their 
bearings if they do. 


Effects: This trait gives the character a 42 bonus to any 
roll (usually Avvareness and İngenulty) to regain their 
direction vvhen Lost, or to simply vvork out hovv to get 
from A to B. This can be map reading, running through 
a miles of similar corridors, or simply knovving vvhich 
vvay is up vvhile spinning in zero gravity. 


TELHNICALLY ADEPT (Minor Good Trait) 

The character has an innate connection to technolooy, 
and can sometimes fix things fust by hitting theml 
They re skilled enough to operate and repair most 
things vvith limited tools, taking half the time it 
normally takes. Often, if the device stopped vvorking 
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vvithin thirty minutes, it can be restarted fust by 
thumping it. İt may not last long, but long enough... 


Effects: The Technically Adept trait provides the 
character vvith 42 to any Technology rol to fix a 
broken or faulty device, and to use complex gadgets 
or equipment. The bonus also applies to any gadget- 
creating figgery-pokery, and can be combined vvith 
the Boffin trait. 


Note: Cannot be taken vvith the Technically İnept Bad 
Trait. 


TIME TRAVELLER" (Minor/Maior Good Trait) 


The character is experienced vvith the technology 
and society of time periods different to their ovvn. 


The Time Traveller trait also reflects hovv much 
travelling in time the character has done, and can be 
used as a rough indicator of hovv much background 
Artron Radiation they have picked up from travelling 
the Vortex. VVhile this isn”t actually harmful, some 
alien races have been knovvn to target individuals 
that have high Artron levels to fuel or activate their 
technology. 


Effects: Players define the character”s home 
Technology Levet (see pg. 66), and using technology 
from outside of the character”s experience may 
impose penalties as they re unfamiliar vvith the vvay 
it vvorks. The Time Traveller trait means that they re 
used to some time periods and can operate the 
technology vvith little or no penaliy. 


The character automatically has a famillarity vvith 
their home Tech Level, but the Time Traveller 


trait records additional Tech Levels levels they”re 
comfortable vvith. Lovver Technology Levels to their 
home are Minor Good Traits, vvhereas more advanced 
Technology Levels are Maflor Good Traits. Technology 
Levels do not come into play all of the time - after 
all a gün is a gün and a socket vvrrench is a socket 
vvrench, but there are times vvhen technology is so 
advanced or primitive that your character may feel 
out of place or unable to recognise the technology 
for vvhat it is. More information on interacting vvith 
technology out of the character”s experience can be 
found on pg. 110. This trait can be purchased more 
than once, and the Gamemaster may avvard this trait 
during play if the character becomes particularly 
familiar vvith a certain Tech Level, 


TÜUMH Minor Good Trait) 

Not everyone can take a punch on the nose and brush 
it off as if nothing had happened. Fevv people can 
take getting shot or starved, tortured or vvounded in 
the course of their everyday lives. Hovvever, people 
vvith the Tough trait are used to the adventure, can 
take the knocks and brush them off. 


Effects: Tough reduces the amount of damage that 
vvould normally be deducted from the character”s 
attributes by 2. This is after any other effects, such 
as armour, are taken into account. 


For example, Danny Pink had to face many hostiles 
vvhen he vvas a soldier, vvhich has made him more 
resilient. He fails during a Conflict vvith a Dalek, but 
not badly enough to kill him. He”d normally be told 
to knock 4 points off one or more of his attributes 
to reflect his iniury, but his Tough trait reduces the 
damage by 2. Novv he only has to take 2 points off his 
attributes. A vvound all the same, but not as bad as it 
could have been. 


VOICE ÜF AUTHURİTY tMinor Good Trait) 

The character has the air of command about 
them, possibly from being a figure of authority - a 
doctor, politician, military commander or a police 
constable - or they may have an aura of intelligence 
or experience that inspires people to Listen and 
trust their fudgement. This is especialily handy vvhen 
trying to clear an area because of some approaching 
danger, to order people about or simply try to gain 
their trust. 


Effects: This trait provides a 42 bonus to Presence 
and Convince rolls to try to get people to do as you 
vvish or to gain their trust. The Gamemaster may 
modify this to suit the situation. 


69 BAD TRAITS 


ADVERSARY” tMinor/Malor Bad Trait) 

The Doctor has made many enemies in his travels, 
but a fevv of them recur enough to vvarrant a vvhole 
trait to themselves. The Adversary trait means that 
the character has made an enemy in the past vvho is 
actively trying to hinder them vvhenever possible. The 
key vvord here is “actively”. For example, the Daleks 
have gone to great lengths to battle the Doctor, 
chasing him through time and space, laying traps, 
and even luring him to VVVVİI London to trick him into 
aiding the rebirth of their race. 


Effects: Adversary can be a Minor or a Mafor Bad 
Trait depending upon the povver and frequency 
of the Adversary”s appearance. For example, the 
Doctor scuppered the plans of Fenric and the 
Haemovores, but they haven t resurfaced. İf another 
colony of the Haemovores heard of the fate of their 
Northumbrian counterparts and decided to try to 
track dovvn the Doctor for revenge, they”d count as 
a Minor Adversary Trait. They”re not too povverful, 
unlikely to appear in every campaign, but may 
appear as recurring villains. A fairly povverful Villain 
that makes an appearance every campaign such 
as the Daleks vvould count as a Mafor Adversary. 
They fust keep surviving and coming back again 
and again, and consider the Doctor their greatest 
enemy. 


AMNESIA HMinor/Maior Bad Trait) 
Memory is a fragile thing that can easily be 
manipulated or Lost entirely. The Amnesia trait means 
that some or even all of the character”s memories 
are missing and they have holes” in their past. 
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These memories may return in time, vvith the right 
triggers, but for the time being there are periods in 
their past that they knovv nothing about. This could 
be deliberate, the result of mind-vviping technology, 
psychic povvers or Torchvvood s amnesla drug Retcon, 
or due to mental or physical damage. 


Effects: As a Minor Bad Trait, the character has lost 
a portion of their memory. İt could be as small as a 
couple of days, vveeks or even a couple of years, but 
the character vvill have no idea of vvhat happened to 
them in that time. As a Mafor Bad Trait, this Amnesia 
is total, the character having no memory of their past, 
or even vvho they really are. Events, sights, sounds or 
even smells can trigger memories of their lost time, 
and this is a great source of adventure ideas for the 
Gamemaster - over many adventures the character 
can uncover more and more of their “lost time”. 


Of course, this adds to the vvork the Gamemaster has 
to do, coming up vvith the character”s lost memories, 
so the Amnesia trait should be approved by the 
Gamemaster before purchasing it. 


i 
fe 


AREGUMENTATNVE HMinor Bad Trait) 
Some people fust think they re right all the 
time, even vvhen they”re not. Some even 
provoke an argument fust for arguing”s 
sake. Characters vvith the Argumentative 
trait are like this and vvill argue their 

point of vievv even if it is vvith their 
teammates or vvith the leader of 
an invading alien fleet. 
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Hovvever, they don”t start arguments all the time 
- that vvould make the character impossible to be 
around, but vvhen someone contradicts their opinion 
or knovvledge, they vvill actively try to correct them. 


Effects: Argumentative is a Minor Trait, so it shouldn”t 
get in the vvay too much of their normal behavlour. 
Hovvever, they vvitl find it difficult to hold their tongue 
vvhen their opinion or knovvledge is contradicted. İf 
this situation arises, the Gamemaster vvill revvard 
“playing in character” vvith Story Points. İf the 
argument may end in a fight, the character may try 
to back dovvn for their ovvn safety, but the player vviLl 
have to make an İngenuity and Resolve roll, vvith a -2 
modifter, to try to hold their tongue. 


BY THE BÜUUF HMinor Bad Trait) 

m sorry, 1 can”t let you do that. Protocol clearly 
states that you must follovv the correct procedure 
vvhen you are opening a dialogue vvith a potentially 
hostile species. 1 really shouldn”t let you do that at 
alL Look, if you vvant to go that vvay and ignore the 
signs, then be my guest. İl, hovvever, vvilL be follovving 
the arrovvs to the nearest escape hatch vvhile putting 
on my Lifeflacket. 


Effects: The character vvill follovv instructions, advice 
or correct procedure to the letter vvithout deviating. 
Soldiers vvith intensive military training often have this 
trait, follovving the orders of the commanding officer 


vvithout question. İt doesn”t mean the character is 
a mindless drone, but it does mean that it may take 
some serious convincing to get them to go against 
their training or orders. İf someone tries to convince 
them othervvise, they vvill usually make an İngenulity 
and Resolve rolİ, and the trait gives them a 42 bonus 
to the rol. 


This is a bonus, despite it being a Bad Trait, as 
most of the time failing to shovv initiative and going 
against orders vvill result in putting themselves in 
danger or annoying their teammates. The bonus 
does, hovvever, also apply vvhen trying to resist 
Hypnosis or Possession if the mental control is 
trying to get them to do something they” d normally 
refuse to do. 


ÜLUMSY HMinor Bad Trait) 

İt seems as if the character is unable to keep hold 
of things, keeps tripping over the smallest hazard, 
and shouldn t be trusted vvith that pocket universe 
suspended in a glass chamber. 


Effect: Clumsy is a Minor Bad Trait, but it doesn”t 
mean the character vvill pratfall every five minutes. 
İt does mean that in times of stress, especially vvhen 
being chased, the player vvill have to make additional 
Avvareness and Coordination rolis to avoid knocking 
vital things over, dropping the vial of toxic chemicals 
or tripping up and landing on their face. 


CÜDE OF CÜNDULT tMinor/Malor Bad Trait) 

The Code of Conduct trait means that the character 
adheres to a strict moral standing or self-imposed 
set of rules they follovv at all times. Depending upon 
vvhether its a Minor or Malfor rait, this can be purely 
guidelines or a deep-seated vvay of life. The Doctor 
has a strict Maior Code of Conduct, as he believes 
all life is precious and vvould even offer his hand of 
forgiveness and help to a Dalek or Missy. 


VVhile this is listed as a Bad Trait, it doesn t mean 
that having a code is bad, fust that it can restrict 
your actions and limit your choices. Being good is 
often the harder option, but it means you re a better 
person for it. 


Effects: As a Minor Trait, Code of Conduct means 
that the character should try to do good at most 
times, and are unable to harm another being unless 
it is absolutely necessary and for the greater good. 


As a Malor Trait, their limits their actions dramatically, 
meaning they need to strive to do their best at every 
moment, almost verging on the saintlyl Discuss 
the character”s ovvn unique Code of Conduct vvith 
the Gamemaster vvhen you take this trait. Breaking 
it may be very costly, resulting in the loss of Story 
Pointsl 
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COVVARDIY (Minor Bad Trait) 

Facing those monsters, some people become 
nervous vvrecks rather than becoming hardened to 
it. Covvardliy is a Bad Trait reflecting the character”s 
lack of natural courage, and means they vvill usually 
avold dangerous situations unless it means that 
staying vvhere they are is even more life-threateningl 


Effects: The Covvardiy Trait reduces the character”s 
chance to resist getting scared, suffering a -2 penalty 
to any roll vyhen they need to resist running avvay 
screamingl (See “Getting Scared” on pg. 94). 


Note: Cannot be taken vvith the Brave Good Trait. 


DARH SECRET (Minor/Malor Bad Trait) 

The character has a skeleton in the closet and if 
is revealed it could change the vvay people think 
about them. İt could be something mundane, such 
as a criminal record that they re trying to gloss over 
after turning their back on a life of crime. Or it could 
be something more extreme, that the character 
is actually an alien fthough the Alien trait should 
be taken as vvell, see pg. 49) or the result of some 
strange genetic experiments conducted by the 
US Government. İUs probably best to discuss vvith 
the Gamemaster vvhat the Dark Secret actually is, 
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possibly before creating the character vvith your 
friends, fust so you really do have a secret to keep 
from the other players. 


Effects: Dark Secret can be either a Minor or a 
Mafor Bad Trait, depending upon the severity of the 
reaction should the secret be revealed. Something 
that vvould change the vvay people think about you is 
a Minor Trait. 


For example, having a criminal record vvould usually 
be a Minor Trait. İf people found out about it, they 
might not like you any more, or certainly act more 
cautlously around you. 


İf a more hostile reaction vvould result, not 
necessarily from your companions but certainly from 
others, it vvould be a Mafor Trait - for example, being 
an escaped criminal like River Song has been during 
many of her encounters vvith the Doctor. İf people 
discovered the secret the character could be arrested 
and imprisoned again, or shot at by lavv enforcement 
agents. Your companions may be sympathetic, 
knovving you”ve changed your vvays, but it doesn”t 
stop the 1udoon or the Local police from hunting you 
once you ve been discovered. Remember, for it to 
vvarrant being a Mafor Bad Trait, the secret should 
still have some ramifications even avvay from your 
home planet. 


DEPENDENLY Huinor/Maior Bad Trait) 
Sometimes you fHust rely on others. İt could be said 
that the Doctor”s companions are all dependent upon 
him, but there have been many times vvhen they ve 
shovvn that they are easily his equals, so they re far 
from dependent. Having the Dependency trait means 
they are dependent upon something or someone 
to survive. Maybe this is blood like a Plasmavore 
or the support of others, like Lady Cassandra. The 
level of the trait determines hovv desperate they vvill 
get, and hovv bad the effects vvill be, if they can”t get 
their fix. Players should be careful not to take such 
a high Dependency that their character becomes too 
difficult to play. 


Effect: As a Minor Bad Trait, they can go for extended 
periods vvithout their dependency getting in the vvay. 
İf the Gamemaster decides their need is urgent, the 
character may suffer a -2 penaliy to their actions 
until they fulfil their need. As a Mafor Trait, they are 
unable to survive vvithout their dependency. İt could 
be that they need something to survive like blood or 
moisture. İf they go vvithout it for any period of time 
(defined by the Gamemaster and the player) they 
suffer a -4A penalty to every action. This could be 


because they re unable to think of anything else, or 
because they re unable to act properly vvithout help. 


DISTİNCTİVE tMinor Bad Trait) 

There is something very striking or obvious about 
your character that makes them stand out in 
the crovvd. VVhether they are fust tall, short, have 
coloured hair or are striking in the vvay they dress or 
act, they get noticed and people seem to remember 
them. They re not going to provoke people pointing 
and staring, but they ”ll certainly be remembered and 
recognised if encountered again. This doesn”t mean 
“Alien” in appearance - for example, if Bannakaffalatta 
vvalked around on modern Earth he d provoke a far 
more extreme reaction than the Distinctive trait, he”d 
have the Alien Appearance Trait (see pg. 49). 


Effect: This trait vvorks in a couple of vvays. İf the 
character is trying to “blend in” or go unnoticed in 
a crovvd, they suffer a -2 penality to the roll Also, 


if they re seen dolng something, or if another 
character or NPC is asked to describe or remember 
the distinctive character, they vvill receive a 42 bonus 
to remember or recognise them after their initial 
encounter. 


Note: Cannot be taken vvith the Face in the Crovvd 
trait. 


EGLENTRİIL tMinor/Maior Bad Trait) 

Some people behave rather oddiy. The Doctor acts 
in vvays that baffles his companions and throvvs his 
opponents off their game, svvitching from excited 
schoolboy to dark and imposing in a moment. The 
Eccentric trait means the character has a behaviour 
that makes them stand out, or sometimes makes it 
more difficult vvhen interacting vvith others. 


As a Minor Bad trait, their behaviour isn”t too 
upsetting. İt could be an odd mannerism during 
times of stress, out-of-place reactions to everyday 
events, or even talking to themselves. 


The Mayor Bad Trait, is probably too unpredictable 
to be purchased by a player character. VVe”re getting 
into seriously vvacky territory, sometimes a little 
dangerous to be around. Missy is a prime example 
of someone vvith the Mafor Eccentric Trait, straying 
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into unpredictable behaviour vvith little provocation. 
But iust because the character has a Mafor Eccentric 
Trait, it doesn”t mean they re homicidal fexcept it 
does in Missy/s case, of coursel. 


Effects: The specifics of the character”s Eccentric 
trait should be discussed vvith the Gamemaster at 
character creation. ust hovv does this behaviour 
manifest? Are they aloof, a loner, irrational, 
tangential, a natural clovvn, a sour-puss? Once their 
odd behaviour is defined, the Gamemaster vvill help 
to decide hovv this behavilour is triggered. İs it vvhen 
they re stressed, cross, happy, fealous, or tired? İt is 
then dovvn to the player to act in character vvhen the 
situation arises, vvhich vvill gain them Story Points 
for good roleplaying. 


PUORGETFUL (Minor Bad Trait) 

The character”s memory is less than reliable. İt 
usually isn”t too drastic if they don”t remember 
everything on the shopping listvvhen they re standing 
in the supermarket, but if they ve got to they re vvhich 
vvire to cut to stop a bomb, or the precise vvords to 
use to halt a curse, there”s a good chance you ”re 
going to forget and cause a disaster. 


Effects: VVhen the character needs to remember 
something vital, an İngenulity r Resolve roll is required 
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vvith a -2 penaliy. İf the information is particularly 
complicated, such as an entire monologue from 
Shakespeare, the Gamemaster may increase the 
penaliy. 


Note: Cannot be taken vvith the Photographic 
Memory trait. 


İMPAIRED SENSES” tMinor/Maior Bad Trait) 
The lmpaired Senses trait means that one of the 
character”s senses is not at its best. VVhether this is 
the need for glasses, a hearing aid or being colour 
blind, the sense is less sensitive than the average 
person s. VVhen selecting this trait, the player should 
choose vvhich sense is affected. 


Effect: Players should discuss vvith the Gamemaster 
vvhich sense is affected, as vvell as the severity of 
the impairment. Minor Bad Traits vvould be: no 
sense of smell, colour blind, no sense of taste, 
needing to vvear glasses or needing a hearing 
aid. Avvareness rolls using these senses suffer a 
-2 penalty if the sense isn t aided. The penalties 
don”t affect the character all of the time, only vvhen 
there”s something to detect such as a strange gas 
leak, needing to revvire a device vvith different- 
coloured vvires or losing their glasses. Mafor Bad 
Traits vvould be losing a sense that impacts on their 
everyday actions, such as blindness or deafness. 


Note: Cannot be taken vvith Keen Senses, unless the 
Keen Sense is Minor and then in a Sense that isn t 
İmpaired. 


İMPULSVE HMinor Bad Trait) 

“VVhy vvorry, it”lL be fine, let”s gol” İmpulsive people 
do not think things through before acting and are 
likely to leap before they Look. İt doesn”t mean they 
have a death vvish - far from it - its iust that they do 
things on a vvhim and sometimes come to regret it. 


Effect: There are no penalties or modifilers for this 
Minor Bad Trait, but the player should remember 
the impulsive nature of the character and bring it 
into play vvhen possible. İt doesn t force them to 
take unnecessary risks, but they vvill leap into a 
situation before they have all of the facts, thinking 
they re doing good. Playing up to the trait should be 
revvarded by the Gamemaster if the situation and 
roleplaying is suitable for the plot and the game. 
At times the Gamemaster can make it a dramatic 
struggle, trying to resist the urge to be impulsive 
(in vvhich case, a -2 modifier is applied to İngenuity 
and Resolvel. 


İNSATIABLE LURIDSITY (Minor Bad Trait) 

The character has a thirst for knovving vvhat"s golng 
on and investigating, even vvhen it may not be good 
for them to do so. VVhat vvas that dovvn that hole? 
VVhere does that corridor go, and vvhat are those 
aliens up to? İn many cases, İnsatiable Curiosity has 
been the cause of many adventures (especially in 
Clara”s casel. 


Effect: This is a Minor Bad Trait that revvards playing 
in character and remembering their curious nature. 
İtis usualiy unhelpful, butthe character simply has to 
knovv vvhat is going on, vvhy something is happening 
or hovv it vvorks. İt may put their life at risk, but it 
doesn”t make them suilcidal, If the character tries to 
fight the urge to press that button or open that door, 
the player can make an İngenuity 4 Resolve rol, 
vvith a -2 modifiter to resist. 


Note: Cannot be taken vvith the Unadventurous 
Bad Trait. İf the character gains the Unadventurous 
trait (see pg. 46), the character loses the Insatiable 
Curiosity trait. 


ÜBLİGATION tMinor/Mağor Bad Trait) 

The character has a duty to a group or organisation 
and responsibilities that need to be upheld. They may 
be member of a government agency, such as UNİT, 
Torchvvood, part of the government, a teacher at a 
school or even a secret order. 


Effect: Obligation is a Minor or Mafor Bad Trait, 
depending upon the responsibilities and the size of 
the organisation the character is associated vvith. 
As a Minor Trait, Obligation means the character 
belongs to a “normaU organisation. They vvill not 
betray their allies and other members, and vvill be 
vvilling to risk a Lot for vvhat they believe in. 


As a Malor Trait, Obligation means the organisation is 
more important than the character. They are alvvays 
“on cal and may not have time for a personal Life. 
Their dedication is such that they /d be vvilling to lay 
dovvn their life for the organisation, and penalties for 
disobedience or betrayal are severe. The Gamemaster 
should determine the ramifications of betraying their 
obligation - from disciplinary action to making a 
dangerous enemy (see the Adversary trait, pg. 39). 


ÜBSESSİTÜN tMinor/Malor Bad Trait) 

Someone, something, or some goal constantly vveighs 
on the character”s mind. İt may be lust keeping track of 
time, doing things in threes, or it could be something 
as strong as the need for revenge or the love of a 
special someone. Having the Obsession trait is rarely 
something helpfut, and this Bad Trait is uncommon 
in player characters. This sort of fanaticism is best 
suited to people like Missy or the Half-Face Man. 
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Effect: As a Minor Bad Trait, it means the character 
has a mild obsession, a bit like Clive and his 
investigation into the Doctor. İt doesn t creep into 
every part of their lives, but its alvvays there, itching 
at the back of their minds. Their obsession isn”t 
strong enough to be too troublesome, but there 
are times vvhen they simply have to do something 
because of their compulsion. Often, this isn”t 
anything too drastic, like svvitching the gas on and 
off again before leaving a house, checking their 
emaills every hour or needing to vvear a certain pair 
of undervvear on VVednesdays. They can try to resist 
acting upon their obsessive nature vvith an İngenuity 
and Resolve roll, suffering a -2 penaliy. 


As a Malor Bad Trait, the character is crazed vvith 
determination to do something. Almost every action 
or plan is designed to get them closer to achieving 
their aim, vvhether this is galactic domination or 
acquiring vast amounts of vvealth. At this level, it is 
not usually suitable for player characters. 


DÜUTUAST (Minor Bad Trait) 

The character has done something that has led 
to a section of society, or an entire race or planet, 
shunning them or vievving them vvith fear, dread or 
Loathing. İt could be that they ve offended someone”s 
beliefs, or committed a crime, or even iust made 
such a fool of themselves that people regard them 
vvith complete disdain. They could have spoken out 
about their extreme scientific belief in aliens and 
been ridiculed in academic circles, or shunned by the 
government ageney they vvork for and given an office 
in the basement. 


Effect: Players should discuss vvith the Gamemaster 
vvhat the character has done and vvho regards them 
vvith such dislike or dismissal, VVhen anyone that vvould 
react negatively to their presence encounters the 
character, they should make an Avvareness -- İngenulty 
roll to recognise them. İf the character is recognised, 
they”ll suffer a -2 penalty on all social rolls (such as 
trying to Convince or to even share their knovvledgel. If 
the "something” they ve done is more severe than this, 
they should take a Maflor Dark Secret Bad Trait instead. 


ÜUTSİDER (Minor Bad Trait) 

You aren”t very good at making friends and fitting 
in vvith groups. Somehovv you fust don t seem to 
connect to other people very vvelL 


Effects: You suffer a -2 penalty to social rolls vvith 
strangers and may not take the "TFriends” trait at 
character creation. 
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ÜİMES FAVUOUR” (Minor/Mafor Bad Trait) 

İn the past, someone did the character a favour. İt 
could be anything from a sum of money, repaying 
them for getting a great /ob, or even saving the 
character”s life. VVhatever it vvas, they re not going to 
forget it, and they can call on the character to repay 
the favour. 


Effect: As a Minor Trait, the favour is something 
relatively small — a small amount of money lup to 
£1000 or sol, an introduction to someone important, 
or bailed the character outvvhen in trouble. As a Mafor 
Trait, the favour is more important, a large amount of 
money İover €£10,000) to saving the character”s life. If 
the Gamemaster chooses, and if it suits the plot, they 
may opt to catl in the favour, possibly even becoming 
an adventure in itself. Of course, if the favour called 
in is bigger than the first debt, it may be quits and 
this trait may be Lost, or even gain the Ovved Favour 
Good Traitl 


PHUBİA” (Minor Bad Trait) 

Some people flust don”t like spiders. Others, its cats. 
Or heights, flying, llamas or cheese. Having a Phobia 
trait means that there is something (that the player 
vvill define, usually vvith the Gamemaster”s help) that 
they are afraid of. A Phobia ignores the Brave trait 
- the character can be brave and courageous most 
of the time but crumble in the face of their biggest 
fearl Phobias can sometimes be gained during the 
course of an adventure if the character encounters 
something particularly scary thatll leave a lasting 
impression like giant rats or clovvns. 


Effect: The character vvill receive a -2 penalty to any 
attempt to approach the subiect of their phobia or 
stay calm in its vicinity (see “Getting Scared” on pg. 
94). The Brave trait does not help vvith this rolL 


SELFISH HMinor Bad Trait) 

“But vvhat.s in it for me?” lIts all about me. Me, me, 
me, me, me. The character may go along vvith the 
rest of the group, helping civilisations out of trouble 
or resculng people in danger, but at the back of 
their mind is alvvays the thought that they may be 
able to get something out of it: a revvard, riches, 
hidden treasure, technological knovvledge, or fust 
information about the future that they can exploit. 


Effect: Selfish doesn t interfere too much vvith the 
vvay the character acts - they”ll help and foin in as 
usual - butthere may be times vvhen they sneak off to 
see vvhat they can plunder or gain. The Gamemaster 
may revvard this action vvith Story Points for playing 


in character if it moves the adventure in an exciting 
or unexpected direction at the character”s expense. 


SLÜOVİ/ REFLEXES (Minor/Malor Bad Trait) 

A character vvith this trait is constantly surprised by 
events, unable to get a vvord into a conversation, last 
to react in a confrontation and often hit in the face 
vvhen a ball is throvvn to them. 


Effect: As a Minor Bad Trait, the character alvvays 
goes last vvhen multiple people are acting at the 
same time in a round. Others vvill alvvays go first. 
Hovvever, as a Maflor Bad Trait, the character alvvays 
goes last in a round (see pg. 80), going after everyone 
else, as they try to take in all the information and 
vvork out vvhat is the best course of action. 


Note: Cannot be taken vvith the Quick Reflexes Good 
trait. 


TELHNICALLY INEPT (Minor Bad Trait) 
Technology seems to hate the character. Things 
break vvhen touched, using advanced technology is 
frustrating and annoying, trying to fix technology 
presents the character vvith a mass of vvires and 
vvelding that is so completely confusing that they 
hardly knovv vvhere to start. 


Effect: Technicaliy İnept means that any attempt 
to fix technology or devices, or use particularly 
complex technology, suffers a -2 penaliy to the rol. 
if the Gamemaster thinks it is suitable to the story, 
an electronic device being used by the character can 
fuse or fail at a dramatic moment. 


Note: Cannot be taken vvith the Boffin or Technically 
Adept traits. 


UNADVENTURUUS HMinor/Maior Bad Trait) 
The idea of exploring or seeing the vvorld and the 
universe yust doesn”t seem to appeal. VVhy spend 


money travelling across the vvorld vvhen you don”t 
have anything to shovv for your expense aftervvards 
except some trinkets and fading photographs? 
Sometimes, its fust laziness, fatigue or bad 
experience, but either vvay the excitement and thrill 
of travelling or experlencing the nevv fust isn”t there, 
or has faded. 


Effect: İt is rare that characters have this trait at 
creation but it can be gained during play due to 
repetitive iniuries, being captured too many times, or 
ust grovving tired of the constant peril and relentless 
danger. İf the Gamemaster thinks the character is 
getting captured or iniured too often, they may gain 
Unadventurous as a Minor Bad Trait. They can try to 
buy this off vvith good roleplaying (see pg. 109), but 
in the meantime they are disinterested in some of 
the vvonders of the universe, and can even dread the 
experiences a life of adventure can bring. 


This can increase to a Malor Bad Trait if they 
continue to have bad experlences. Again, the player 
can try to fuel the character”s interest and buy off 
the trait, but it" (Il become obvious that the character 
is really unhappy to be involved in the travels. The 
Gamemaster may apply a -2 penaliy to rolls during 
the game - not every roll, but certainly those vvhere a 
level of enthusiasm is needed. 


İf the bad experiences continue still, the character 
can get so fed up vvith the constant peril, danger 
and repeated inluries that they decide to leave. They 
demand that they are returned home (or to a time 
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and place vvhere they can be happyl and leave the 
TARDIS crevv, usually for good. They may return for 
a guest appearance, but other than that, the player 
should create a nevv character (see "Dying or Leaving 
the TARDIS” on pg. 97). 


Note: Cannot be taken vvith the Insatiable Curiosity 
Bad Trait. 


UNATTRALCTNVE (Minor Bad Trait) 

For every stunningly gorgeous individual there are 
those vvhose faces do not launch a thousand dathaa 
Sungliders or stop traffic on the Nevv Nevv York 
motorvvays funless that face is the Face of Boel. 
They re not necessarily ugly or hideous, but their 
looks may hinder vvhen it comes to some social 
situations. 


Effects: The trait comes into play vvhenever doing 
something that their looks can influence, suffering 
a -2 penalty to rolls. On rare occasions, their 
appearance (especially if it is somevvhat menacing, 
such as scarredl can provide a 42 bonus if they are 
trying to intimidate someone. 


Note: Cannot be taken vvith the Attractive Good Trait. 


UNLULCEY Minor Good Trait) 

Call it a curse, call it chance, but fortune hasn”t 
smiled for a vvhile. The traffic lights turn red vvhenever 
approached, the character pressed the vvrong button 
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on the control panel and shorted the autopilot or their 
attempt at being diplomatic has resulted in insulting 
the city s patron and her entire family. 


Effect: The character is unluckyl Simple as that. If 
you roll tvvo “6”s on your dice, you”d normally cheer 
as this vvould be a huge success. At least, normally. 
Characters vvith the Unlucky trait have to re-roll 
vyhen double “6/s are rolled, increasing the random 
chance of rolling something vvorse. İf you get double 
“ö"s again, vvell, your unlucky streak isn”t so bad - you 
can keep that result. 


VVANTED tMinor/Malor Bad Trait) 

You are actively hunted by a group. They may believe 
you have committed a crime, but they might fust as 
easily vvant to vvorship you as the chosen one. Either 
vvay, you don t vvant them to catch up vvith you. 


Effects: As a Minor Bad Trait the group vvill sometimes 
come across you, but they have limited resources and 
are unable to send a large force to bring you in. 


As a Mafor Trait the group are very povverful, and if 
they catch up vvith you, you are as good as captured. 


VVEAHNESS” (Minor/Mağor Bad Trait) 


The VVeakness trait reflects a single area vvhere the 
character is susceptible to harm or temptation. This 


could be anything from an atlergy like hay fever or 
vvasp stings (not so good vvhen fighting giant vvaspsl), 
to being vveak vvilled and susceptible to mind control, 
or suffering from occasional - but paralysing - drive 
glitches. 


Effect: The player should discuss the chosen 
vveakness vvith the Gamemaster and come to an 
agreement over the exact nature of this Bad Trait. 
İn most cases, vvhen the character encounters the 
thing that affects them, any rolls suffer a -2 penaliy. 
İn the case of a substance like pollen or stings, the 
character should suffer a -2 penaliy to all actions 
vvhile they re vvithin range or exposed to its effects. 


For example, being stung by a vvasp İnot a giant 
Vespiform but a normal-sized onel, vvhen allergic 
to vvasp and bee stings vvill result in suffering a -2 
penalty to all actions for at least eight hours (or until 
an anti-toxin is administered), vvhile he”s feeling 
vveak and grogoy from the poisons. 


VVeakness as a Mafor Trait is best suited for villains 
and aliens vvho need a definite exploitable vveakness 
to give the characters a chance against them, such 
as vveakness to acetic acid, or an extreme reaction 
to vvater or gold. Mayor VVeaknesses actually cause 
infury rather than a penalty and exposure to the 
effective element vvill actually inflict 4 levels of 
damage, reducing their attributes (see İniuries, on 
pg. 85). 
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69 SPECIAL TRAİITS 


ALIEN (special Good Trait) 

Aliens come in all shapes and sizes, but in the 
maflority of cases these aliens are basically humanoid 
in shape, vvith certain abilities and features that 
set them apart. By purchasing the Alien trait, the 
character is of an alien race, alien to humanity, and 
one of the infinite varieties of lifeforms. 


Effect: Alien is a “gatevvay” trait, opening a selection 
of additional traits that are normally unavallable to 
humans, and costs 2 Character Points to purchase. 
The Gamemaster should approve the selection of this 
trait. The Alien trait means that the character is from 
another planet. İnitially, they are of human appearance 
and look similar to everyone else on Earth. This trait 
does open up the opportunity to purchase other 
specifically Alien traits, and enables attributes to be 
above level 6. As a dovvnside, if discovered as being an 
Alien, they may suffer severe consequences (such as 
being captured by the government and experimented 
uponl. Additionally, some of the Alien-only traits 
that are novv open may mean that the character vviLl 
have an alien appearance. For more information on 
creating aliens and alien characters, and additional 
Alien traits, see Chapter Five: AL the Strange, 
Strange Creatures İpg. 143). 


The humanoid form is a hard design to beat, 
and many of the alien races the Doctor has 
encountered are indistinguishable from humans. 


These races have no need to purchase the Alien 
trait. 


ALIEN APPEARANLE (special Bad Trait) 

VVhile many aliens can pass for human under some 
circumstances (or lovv lighting), the character vvith 
this trait vvill have an obviously alien appearance. 
İt could be that they re basically human but green, 
or have a large head to accommodate their massive 
brain povver, or polnty ears, or obvliously reptilian 
features. Players should feel free to be creative. 
This trait could also be taken by a human vvhose 
physical form has been altered by mutation or 
experimentation. 


Effect: Alien Appearance is a Bad Trait that can 
provide either 2 Points or 4 Points. The more severe 
the Alien Appearance trait, the more “alien” the 
character looks. 


As a 2-point Bad Trait, Alien Appearance means the 
character is basically humanoid but vvith a distinctive 
alien feature. İn most cases, vvhen they encounter 
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people vvho are OK vvith aliens there vvill be 
nothing out of the ordinary, hovvever vvhen meeting 
the inhabitants of more-primitive planets (see 
Technology Levels, pg. 65) vvho may not have met 
aliens before, social rolls vvill all suffer a -2 penalty 
(that is if they don”t İust run avvayll. 


As a 4-point Bad Trait, the “alien-ness” of the 
character is more extreme. The may have tentacles 
instead of limbs, or a face like a squid - they could 
look like anythingl Again, on advanced planets that 
are used to aliens, this isn”t a problem, but if they 
meet less experienced peoples they vvitl suffer a -4 
penalty on social rolls (possibly even become the 
target of scared locals vvho assume the alien is a 
monster to be destroyedll. 


CLAIRVUYANLUE (special Good Trait) 
Prerequisite: Psychic 

A true clairvoyant has the ability to see distant 
locations through intense concentration as if they 
vvere actually there. İn the past, this talent vvas found 
in tribal "seers” and visionaries. During the Cold 
VVar this vvas called “Remote Vievving” as teams of 
intelligence psychics tried to spy on distant countries 
to uncover secret bases and vveapons. 


ULAIRVOYANLE TABLE 


RESULVE RANGE 
1 up to öm 


DURATUN 
Brtef flash 


A fevv 


2 up to 10m 5 conde 


up to 200m 30 seconds 


A minute 


up to 1km 


10km 3 minutes 
100km 5 minutes 
öQ0ükm 10 minutes 
1000km 20 minutes 


Anyvvhere on the 


planet 30 minutes 


Effect: Clairvoyance is a Special Trait, requiring 
the character to already have the Psychic trait. 
Clairvoyance costs 2 points. The character can see 
into other locations vvithout actually being there or 
having to rely on technology. İt vvill cost a Story Point 
to activate this ability and the range is limited to the 


character”s Resolve - the higher their Resolve, the 
further avvay they can see. Often these visions” vvitl 
be flashes or mere glimpses into another place, but 
vvith practice, concentration and a high Resolve, the 
experience can be prolonged and immersive. 


Clairvoyance uses the character"s innate abilitles, 
rather than a skill, so Avvareness and Resolve are 
used to vievv distant locations. People at the spied 
location vvith the Psychic Training trait can sense 
they are being vvatched or observed and may try to 
resist. 


EYBÜRÜ (special Good Trait) 

On some high tech vvorlds machinery can be used to 
replace body parts lost due to an iniury, improvement 
or simply old age. The character is such a merging of 
flesh and machine. The cybernetic part is able to act 
like a Gadget, but it does also mean the character 
could be subiect to discrimination in certain parts of 
the galaxy, vvhere ecyborgs are regarded as second 
class citizens. 


Effect: Cyborg is a Special Good Trait that costs 
either 1 or 3 Character Points. At the lovvest level, 
the eybernetic parts of the character are obvious. 
They can be hidden, but they vvill have to be careful, 
Bannakaffalatta is like this, his cybernetic chest 
section is something that can be hidden, but it is 
bulky and is obvious if he removes his shirt. 


At the 3-point level, the cybernetic elements are 
completely disguised under fairly realistic looking, 
plastic skin. 


The Cyborg trait allovvs the character to have a 
permanent Gadget İ(vvhich must be purchased 
separately) that vvill not run out of povver or get 
lost (see Gadgets, on pg. 112). Maior cybernetic 
overhauls, suchas Max Capricorn”sorfullCyberman 
conversion are not suitable for a character in the 
game, except at the Gamemaster”s discretion. 


Note: Cannot be taken vvith the Robot trait. 


EXPERIENLCED” (special Good Trait) 

The character creation rules are suited to 
companions and normal heroes. Players may find 
it tricky to create a character as experienced or as 
povverful as River Song or Captain ack Harkness. 
This trait provides the character vvith additional 
Character Points and Skiltl Polnts, at the cost of Story 
Points. This reduction in Story Points not only applies 
at character creation, it also reduces the number of 


Story Points the character can carry over betvveen 
adventures. 


Effect: Experienced reduces the maximum Story 
Point pool for the character by 3 and provides the 
character vvith an additional 2 Character Points and 
2 Skill Points. This trait can be purchased additional 
times, though no character can be reduced to zero 
Story Points because of this. That”s far too dangerousl 
Not every character should be as experienced as 
this, and their lovver Story Points help to balance the 
character vvith their less experienced companions. 


FAST HEALINM (special Good Trait) 
See the Fast Healing Good Trait (pg. 32) 


PEAR FACTÜR"“ (special Good Trait) 

The Fear Factor trait is designed for monsters, and 
those truly scary individuals vvho can send people 
running in terror. They don”t have to be ugly or 
monstrous - people covvered at the Master”s feet in 
fear of their lives - but sometimes lust looking at 
the alien vvith the mouth full of sharp fangs that fills 
them vvith fear. 


Effect: Fear Factor is a Special Trait that is only 
suitable for Villains. İt costs 1 point, but can be 
purchased multiple times. Each purchase of the Fear 
Factor trait adds 42 to any roll vvhen actively trying to 
strike fear into people”s hearts. See “Getting Scared” 
on pg. 94. 
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FEEL THE TURN UF THE UNİVERSE 

(Special Good Trait) 

Not many people experience the clarity and the 
vvonder that is feeling the vvhole universe. Knovving 
you re fust a small part in the vast, almost endless 
universe of planets and possibilities. İt can drive 
some people mad, and others can sense vvhen 
something is vvrong. 


This trait is not available to companions, and is 
normally only for Time Lord characters (see pg. 56). 
Hovvever, a rare fevv aliens and even a fevv humans 
may possess this trait as the result of being exposed 
to the Vortex, or possibly being on the verge of 
madness like Vincent Van Gogh. 


Effect: Feel the Turn of the Universe costs 1 point 
and gives the character an innate ability to sense 
vvhen something is amiss or unnatural and vvhat 
needs to be done to set the universe right. This can 
be anything from sensing that a person has unnatural 
indestructibility, to knovving that something is 
disturbing nature or sense if something is tampering 
vvith time. They may not knovv exactly vvhat it is, but 
they”lI knovv something isn”t right. The character 
vvil. sense something is vvrong vvith an Avvareness 4 
İngenuity roll vvith a 42 bonus - the more successful 
they are, the clearer the problem vvill appear, as vvell 
as the potential solution. 


HYPNUSIS 
(see the Hypnosis Good Trait pg. 33) 
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İMMÜRTAL Halor Good/Special Good Trait) 
Prerequisite: Alien Trait 

There are tvvo types of lmmortal being in existence. 
The first never gets old, never ages and vvill never die 
of old age. They simply continue on. VVhile is rare 
for them to die from a disease, they still can, and 
can certainly be killed through violence or accident. 
İmmortal at this tevel is a Maior Good Trait and vvhile 
it doesn”t affect the actual game İas they can still be 
killed through violence) they could have already lived 
a long time. The Gamemaster may allovv them to 
recall something from their past if it suits the story, 
or something from their history could resurface, 
provoking a vvhole nevv adventure. İf they have lived 
“ages,, then they should purchase the Time Traveller 
trait for the past eras that they vvere alive and active, 
at the Gamemaster s discretion. 


The second type of lmmortal cannot be killed 
through violence, accident or disease. This version 
is a Special Good Trait. They may get a Little older 
İn appearance, but their longevity is so epic that 
their ageing is hardly noticeable. They can be shot, 
electrocuted, drovvned and fried, but they fust don”t 
seem to die. They may fall dovvn and look dead, but 
it isn”t long before they re up and active again. Again, 
if they ve been alive for a long time, they should also 
purchase the Time Traveller trait for the eras they 
vvere alive - they have time travelled, they ve fust 
done it the slovv vvay. 


Effect: İmmortal is either a Mafor Good Trait that 
costs 2 polnts, meaning the character never ages 
and vvitl not die of natural causes, or a Special Trait, 
vvhich means the character cannot be killed. Both 
may be unbalancing to the game and if a player 
intends to take either version of the lİmmortal trait, 
they should discuss it vvith the Gamemaster. 


İmmortalas a Special Trait costs 5 Character Points, 
as vvell as reducing the character”s maximum 
Story Points by 4. If killed during the course of an 
adventure, the character looks dead and is unable 
to be revived. VVithout the Fast Healing trait, the 
character vvill heal at a normal rate İthis is usually 
1 level of attribute per day of rest). VVhen they have 
healed all of the damage they have taken, and 
returned to their full health, they vvill vvake and be 
fine. İfthe damage is really severe, the Gamemaster 
may keep track of hovv far into the “negative” your 
character”s attributes go, and they vvill have to heal 
all of these before they can recover. Any extreme 
damage, such as loss of limb, may lead to further 
Bad Traits unless they also have the Fast Healing 
trait, though these may heal over a long period of 
time at the Gamemaster s discretion. 


Note: The Alientraitmusthave been purchased before 
selecting İmmortal, though in rare circumstances 
(such as Captain .lack Harknessl) İmmortality may be 
granted to humans at the Gamemaster s discretion. 


İNEXPERİIENUED” (special Bad Trait) 

The character creation rules here are suited to 
companions and normal heroes. Players may find, 
hovvever, that this doesn ft reflect very inexperienced 
or young characters. Courtney vvould be a perfect 
example of this. She:s stil in school, hasn”t finished 
grovving, and is very inexperienced vvhen it comes 
to adventuring through time and space. But, she 
is brave and keen to help the Doctor in the most 
dangerous situations. 


Effect: This trait costs 2 Character Points and 2 
Skill Points. İn return, the character”s maximum 
Story Point pootl is increased by 3. These additional 
Story Points vvitl help them to keep up vvith the more 
experienced character vvhile reflecting their lack of 
skills. 


This trait can be purchased additional times for even 
less experienced characters, though this vvitl have to 
be approved by the Gamemaster. İf, hovvever, during 
the game the character”s skills and total Character 
Points increases through experience to the levels of 
a normal character, the character”s maximum Story 
Points are reduced to their normal level, 


LAST D0F MY HİND lHtinor Bad Trait) 
Prerequisite: Alien Trait 

Being the last of your kind can be a burden as vvetl 
as Lonely. To knovv that there is no one else like you 
out there, and that an entire race dies vvhen you do. 


—o— o, ————-f)——”——  — 


Effect: Last of My Kind is a Minor Bad Trait, and has 
the prerequisite of the “Alien” Special Trait lunless, 
during the course of the game, every other human 
in the universe is vviped out... but that”s vvhat the 
Doctor”s around for, to prevent things like that 
happeningll. As the last of their kind, the character 
can often get moody and depressed, and needs the 
companionship of others to stop the vveight of the 
responsibility and loneliness from getting too much. 


VVhen travelling alone, the depression can affect 
everything the character does, imposing a -2 
penalty on every action unless engaged in combat. 
At particularly bad times, the Gamemaster may 
impose this penalty even vvhen travelling vvith others 
- for example vvhen reminded of their situation, 
anniversaries of the destruction of their homevvorld, 
or similar. 


PRELUUNITTUN (special Good Trait) 
Prerequisite: Psychic Trait 

Some people, such as the Sybilline Sisterhood, are 
gifted vvith the ability to see the future. İn many 
civilisations, they become the tovvn “"seer”, or are 
outcast from society due to their strange abilities. 
Most of the time, these abilities manifest as visions - 
incomplete fragments of a potential future seen asa 
strange and abstract dream. The future is usually in 
flux, ever changing, except for certain fixed points in 
history, so the visions of the future are fairly vague to 
reflect the potential for the events to change. 
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Effect: This trait costs 1 point to purchase and can 
only by taken by characters vvith the Psychic trait. 
VVhen appropriate to the story, the Gamemaster may 
give the character flashes of information to help or 
encourage them to pursue a particular course of 
action to aid the adventure. İf the player vvants the 
character to actively try to sense vvhat is to come, 
they should spend a Story Polnt, and the Gamemaster 
vvill supply as much useful information is they think 
necessary İvvithout ruining the storyll. 


PSYUHİIL (special Good Trait) 

Psychic is a Special Good Trait, costing 2 points 
to purchase (or 1 point if the character already 
has the Psychic Training trait) that allovvs them to 
reach into another person/s mind and try to access 
hidden information, though the target can resist. 
Companions or humans are rarely Psychic, but it 
occurs in a scarce fevv. The Gamemaster should 
approve selection of this trait. 


Effect: To see into a target”s mind, the player must 
succeed at a Resolve 4 Avvareness test. The target 
must be vvithin visual range İvvith the naked eye) and 
the trait provides the character vvith a 44 bonus on 
the rolL Hovvever, if the target is unvvilling, they can 
resist such a mental intrusion vvith a Resolve and 
İngenuity roll, Both sides can spend Story Points if 
they re concentrating intently. Psychic also gives a 44 
bonus vvhen the character attempts to resist having 
their mind read, and to resist possession. 
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RÜBİT (special Good Trait) 

İnstead of flesh and bone they are made of steel, 
vvires and plastics. İnstead of an organic brain their 
mind is made of circultry and a povverful computer. 
Robot is a Special Good Trait that costs 2 points asa 
robot of normal appearance - that is, they look like 
a robot, such as K-$9, a Host, a Roboform or even 
Kamelion (one of the Doctor”s earlier companionsl. 
Hovvever, the trait can be purchased at a higher 
level, costing 4 points, vvhich means externaliy you 
(ook convincingly human - most of the time people 
vvill assume you are human unless you re iniured or 
display inhuman abilities. 


Effect: Robot means the character is a robot. They 
have attributes, skills and traits, iust like a Living 
character. Hovvever, their attributes can be raised 
above Level ö, and they can purchase Gadget Traits 
(see pg. 112). These are traits normaliy used only 
in Gadgets, but this means that traits such as 
Forcefield or Scan, can be built directly into the 
robot characterl 


Robot also means that the character does not die 
from old age fthough their povver supply may need 
replacingl. VVhen a robot takes a physical iniury, it 
loses attributes fust like a person, though it vvill not 
heal itself over time - either itself or another suitably 
skilled technician vvill need to conduct repairs (using 


İngenuity - Technologyl, vvith a level of iniury repaired 
equal to the level of success. A robot character can 
be killed” and repaired, returning to fully operational 
level, though if the damage is severe enough (such 
as being disintegrated or dropped into a furnace 
or vat of molten metal) the robot is unlikely to be 
salvageable. 


Robots normally learn over time, and can increase 
their mental skills (ust as a human, hovvever physical 
skills and attributes vvill requlre some form of 
“upgrading” to take into account the increased ability. 
Of course, in most cases a robot does have the 
disadvantage of standing out in a crovvd and scaring 
primitive civilisationsl 


Note: Cannot be taken vvith the Alien or Cyborg trait. 


TELEHINESIS (special Good Trait) 

Prerequisite: Psychic Trait 

Telekinesis, sometimes called psychokinesis, is 
the povver to move something vvith thought alone. 
dust concentrating on something can make it move, 
bend, float or break. This povver is usually limited to 
line-of-sight. That is, if the character cannot see it 
(because it is too far avvay or in another room) they 
cannot concentrate enough on the obiect to lift or 
manipulate it (though characters vvith Clairvoyance 
may be able to see the obiect psychically, though 


they vvill be limited to adiacent roomsl. Telekinesis 
is a Special Trait that costs 2 points to purchase, 
and should only be picked vvith the approval of 
the Gamemaster. İt can only be purchased if the 
character already has the Psychic trait (see pg. 53). 


Effect: The Telekinesis trait uses the character”s 
Resolve rather than Strength to determine hovv 
much they can lift by thought alone. For example, if 
the character has Resolve 1, they can lift something 
vvith their Telekinesis as if they vvere physically lifting 
it vvith a Strength of 1. The only difference is, they”re 
not using their hands - they re using their mind. To 
üst lift an item, the character is using their innate 
abilities, so the player should make a rotl using their 
İngenuity “ Resolve. 


To throvv an item at a target using Telekinesis, Resolve 
replaces Strength and the character vvould need to 
succeed at a Resolve 4 Marksman roll, Picking a 
Lock, for example, vvould use Resolve 4 Subterfuge, 
but the character vvould need to be able to see the 
mechanism in some vvay İeither an x-ray scanner or 
clairvoyance) to telekinetically manipulate it. 


TELEPATHY (special Good Trait) 

Prerequisite: Psychic Trait 

Telepathy is the ability to communicate vvith others 
through the povver of the mind. Telepaths can profect 
their thoughts directly into someone else"s head and 
they ll hear it as if they re speaking to them. Usually, 
the person isn”t too far avvay, but if the character”s 
Resolve is high, they could communicate to someone 
up to a kilometre avvay or even further. Very handy if 
you need to call for helpl 


Once a link has been established, they can hold a 
short conversation as Long as they are not distracted 
or under stress. The moment they are distracted 
(for example being surprised by a Loud noise or a 
sudden attack) the link is Lost and the character vvill 
have to try again at a calmer moment vvhen they can 
concentrate. 


Effect: Telepathy is a Special Trait that costs 1 point 
to purchase. Approval from the Gamemaster vvill be 
required before selecting this trait. The character 
must also have the Psychic trait before they can 
purchase Telepathy. Telepathy uses the character”s 
innate abilities, rather than a skill, so İngenuity 
and Resolve are used for the roll to establish 
communication. İf the target doesn t vvant to be 
contacted, they can resist vvith a similar roll The 
distance over vvhich the character can communicate 
vvith the Telepathy trait depends upon their Resolve. 
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Touch Only 
Line of Sight 
Adiacent Room 


Adiacent Building 

VVithin the same city 

VVithin the same country 
Anyvvhere on the same planet 
VVithin the planet”s system 
Across the universel 
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TIME AGENT (special Good Trait) 

Time Agents are special operatives of the Time 
Agency, a shadovvy group performing undercover 
espionage vvork involving time travel, Little is 
knovvn of them, only that their operations spanned 
the galaxies and all of time. VVhen .lack Harkness 
returned to Cardiff after the Harold Saxon encounter, 
he vvas told that there vvere only seven surviving 
operatives (including the renegade agents Captain 
dack Harkness and Captain .lohn Hart). They are 
usually equipped vvith Vortex Manipulators, and 
“bounce” through time to their assignments. 


Effect: Time Agent is a Special Trait that means the 
character has vvorked (or still vvorksl for the Time 
Agency. They vvill have familiarity vvith 51st Century 
technology (Tech Level 8 is their “home” eral, and 
usually have a Vortex Manipulator that allovvs them to 
commuhnicate, time travel and interactvvith computer 
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technology (although vvhether or not this still vvorks 
to its full capabilities is up to the Gamemasterl. 
They may suffer from partial amnesia, having their 
memory vviped after particularly secretive missions, 
reflected by purchasing the Amnesia trait. 


The Time Agent trait means they automatıcally gain 
the Vortex trait, and vvill (usuallyl have a Vortex 
Manipulator in their equipment. Time Agent costs 
2 Character Points and 2 Story Points to purchase, 
and players should discuss vvith the Gamemaster if 
having a Time Agent (or former Time Agentl in the 
group is golng to upset the game. 


TIME LURD (special Good Trait) 

The Time Lords of Gallifrey vvere one of the first and 
most povverful civilisations in the universe. Pioneers 
of time travel technology, they became self appointed 
custodians of time before their fall during the Time 
VVar vvith the Daleks. 


Effect: The rarest and the most special of all Special 
Traits is "Time Lord”. This Special Trait costs 2 
Character Points and 4 Story Points. Only tvvo Time 
Lords are knovvn to have escaped Gallifrey at the end 
of the Time VVar, so you”l probably only use this trait 
vvhen playing the Doctor. Close discussions betvveen 
player and Gamemaster is essential before creating 
a Time Lord character. 


This trait gives the character all of the abilities of a 
Time Lord - they can regenerate, automatically gain 


the Code of Conduct, Feel the Turn ofthe Universe and 
Vortex traits and gain 2 levels of the İngenulty attribute 
(even if this takes the attribute above öl). They also 
get a Gadget at no extra cost. The Gamemaster vvill 
decide if they have access to a TARDIS or not - there is 
no additional cost for this as it may be essentlal to the 
Gamemaster s plans for the story. 


Time Lords must have a couple of Bad Traits - 
they can be eccentric, aloof and have superlority 
complexes, or be fust plain crazy. Staring into the 
Untempered Schism can do that to youl Time Lords 
are usually mildly Telepathic, so players vvishing to 
have a Time Lord character may vvish to purchase 
Psychic and Telepathy traits. 


Further rules for playing a Time Lord character, their 
abilities, regeneration and TARDISes, see Chapter 
Four: Time and Time Again, and the Time Traveller”s 
Companion supplement. 


Note: Although Time Lords are alien to humanity, 
they look so outvvardiy alike that there is no need to 
purchase the Alen trait. 


TIME LORD (EXPERİEN(EDİ" (special Good Trait) 
Prerequisite: Time Lord 

The experienced Time Lord has been around for 
centuries, gaining a vast repertoire of skills and 
knovvledge. Althouqh, in gaining all of this experience, 
they may have exhausted a regeneration or tvvo in the 
process. 


Effect: This trait means that the character is older 
(and hopefully vviser) than a novice Time Lord. The 
player can choose any additional number of years 
to add to their age, betvveen 100 and 200 years. İf 
you”d prefer to choose this randomily, rol tvvo dice 
and multiply the result by 10, and add 80 (2Döx10 
480). This vvill produce a figure betvveen 100 and 
200. This is the number of years added to the Time 
Lord”s age. 


By taking this trait, the Time Lord uses up one of 
their regenerations. The player should decide hovv 
and vvhen this vvas, creating a suitably interesting 
and exciting background for the events that led 
up to his regeneration. Each regeneration can 
change the character”s attributes and vvill change 
their appearance. İf the Gamemaster prefers, 
each regeneration could be handled using the 
regeneration rules in Chapter Four: Time and Time 
Again (see pg. 121). 


The character gains 4 additional Skill Points, and an 
additional Time Traveller trait for a different time 
period. 


Experienced Time Lord is a Special Trait that 
costs 1 Character Point to purchase and requires 
the character to already have the Time Lord trait. 
Benefits of Experienced Time Lord are cumulative 
vvith Time Lord, and Experienced Time Lord can be 
purchased more than once - though remember, 
every time it is purchased, it reduces the character”s 
regenerations by one... 
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VÜRTEX (Minor Good / Special Trait) 

The Space-time Vortex is a svvirling maelstrom that 
requires great knovvledge and skill to navigate. The 
character may not have access to a TARDIS, Vortex 
Manipulator or another time travel device, but they 
have experlence in travelling through the Vortex and 
are familiar vvith its dangers. 


Effect: Vortex is a Special Trait, costing 1 point, and 
is not for beginning characters (unless they have 
a background of using a TARDIS or other Vortex 
Manipulators). Selecting Vortex as a trait at character 
creation has to be approved by the Gamemaster. 


The Vortex trait adds 42 to any roll that involves 
piloting a time travel or Vortex-manipulating device. 
Controlling the TARDIS (or other such time vesselsl is 
so tricky to the unskilled, that it is almost impossible 
to actually be able to succeed at the task vvithout 
having the Vortex trait. 


An additional "level of Vortex is available to characters 
vvith the Allen trait (see pg. 49), and costs 8 points. 
This high level of Vortex means the character can time 
travel vvithout the need of a ship or device, Literaliy 
stepping through time. This is an Allen trait and is best 
reserved for Villains or NPCs. 


To step through time requires an İngenuity and 
Resolve Roll to use, and the expenditure of tvvo 
Story Points. The more successful the roli, the more 
accurate the iump.. 


UHARACTER ÜREATIUN EXAMPLE - TRAİTS 


Continulng our character creation example, 
Edvvard has ö Character Points left to spend on 
traits after purchasing his attributes. He vvants to 
enhance his smarts even further and decides to 
purchase the Boffin Malfor trait (2 points) and the 
Technically Adept trait (1 point). 


He also thinks that having the Photographic 
Memory trait (2 points) and the Resourceful 
Pockets trait (1 point) vvould be very handy. He”d 
also like to have the Voice of Authority Minor 
Trait (1 point, to compensate a Little for his lovv 
Presence, but he:s already spent his 6 polnts. He 
can gain another point by opting to take a Minor 
Bad Trait, so he opts to take the Obligation Minor 
Bad Trait vvhich gives him the point necessary to 
buy Voice of Authority as vvell, 


So, that gives him: 


Boffin (Mafor, 2 points), Photographic Memory 
(Maior, 2 points), Resourceful Pockets (Minor, 1 
point), Technically Adept İMinor, 1 pointl, Voice of 
Authority (Minor, 1 point) and Obligation (Minor 
Bad, -1 pointl... 


... for a total of (2:.1424-14-1-1) - 6 character points 


İf Edvvards vvants, he can still opt to take another 
Bad Trait or tvvo to give him extra points to 
increase his attributes, purchase more Good 
Traits, or to spend on skills. 


co 
my 
" 
"Ti 
əə 
uz 
- 
(əm) 
— 
Eri 
sl 
el 
Eri 
— 
(ən) 
inel 
ui 
"Ti 
Cl 
(ən) 
c 
co 
m. 
m 
"Ti 
— 
uz 
ə 
(sə) 
cz 
Eri 
ai 
uz 
— 
(sə) 
-ü 
— 
ə) 
co 
(ə) 
— 
uz 


lal 
EF 
— 
məsi 
—i 
rr 
—C 
—. 
— 
las 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


69 SHILLS 


You ve defined vvhat your character is like vvith their 
attributes and traits, novv vve need to define vvhatthey 
knovv. Skills represent accumulated knovvledge, the 
abilities they can use in their fourneys and adventures 
to protect them and to defeat the villains that vvould 
threaten humanity. 


To keep things simple there are /ust tvvelve skills. VVant 
a super cool computer hacker? No problem, they have 
a good Technology skilL Adventuring archaeologist? 
They ”d probably have a high Knovvledge to cover that 
history, maybe vvith some Athletics to take their active 
nature into account. İf you re fust itching to have a skill 
that is not on the list, first of all think vvhether one 
of the skills listed belovv covers it already. İt could be 
that focusing the skill vvith an Area of Expertise (see 
sidebar) vvill give your character the skillset you”d like. 


Skills, fust like attributes, are rated numerically, A 
skill of 1 indicates a basic knovvledge in the area, 
someone vvho has Hust started to learn the subiect 
or has a Little experience in the field. A skitl of 2 or 


3 means they ve become qulte confident. İf its an 
academic skill, they may have a good qualification 
in it (İmaybe some A-levels or a certificate or tvvo), 
or they ve gained a reputation at being reliable in 
that area. A skill level of 4 or 5 is really shovving 
some expertise, they may have a degree, some 
commendations, and are the go-to people for their 
skilL. Above that, ö or more, you”re talking real 
experts in the field. They may be doctors or masters, 
but not the Doctor or the Master - they have skills 
even higher than thatl 


ASSIRNIN6 SHILL POINTS 

Characters have 18 Skill Points to allocate to their 
skills. They don”t have to allocate points to every 
Skill, after all, most people aren t good at everything. 
Players should pick one or tvvo skills that reflect 
their occupation or pastimes and put 3 or 4 points 
into those, then pick a skill or tvvo that they think vvill 
be handy for the coming adventures and put 2 points 
in them. The remalning points can be distributed as 
they see fit, bearing the concept of the character in 
mind. 


AREAS ÜF EXPERTISE 


The Doctor and his companions have a vvide range 
of abilities and skills, seemingly able to deal vvith 
anything the story throvvs at them. The Doctor 
VVho Roleplaying Game is designed to reflect 
this by keeping the number of different skills to a 
minimum. Hovvever, adding a bit of specialisation 
to a character can make them more individual and 
vital to the team. “Areas of Expertise” are a great 
vvay to add this level of detail, 


Each skill covers a vvide area, but iust because you 
have a good Science skill, it doesn t mean you re 
an expert in biology, chemistry and astrophysics. 


As you Learn a skill, you get to a level vvhere you 
can focus your studies and interest, getting better 
at one particular facet of it. This is an Area of 
Expertise. 


VVhen you have a skill at level 3 or above, you can 
opt to select an Area of Expertise vvhere you excel 
in this skilL. At character creation this iust costs 
you a single Skill Point. 


For each skill there are many Areas of Expertise. 
Each skill description gives you some suggested 
Areas of Expertise, though this list isn”t exhaustive. 


You can have more than one Area of Expertise 
for each skill, but each one must be purchased 
separately. At character creation this still costs 
üst one Skill Point per Area, büt the skill must be 
at level 3 or above. 


İf you are called upon to use a skill during the 
game, and the Gamemaster agrees that your 
character”s Area of Expertise applies to the task at 
hand, you gain a 42 bonus to the roll. İf your Area 
of Expertise doesn t cover the task, the skill roll is 
made vvithout this bonus as normal. 


For example, Edvvard s character is partıcularly 
good at vvorking vvith computers, vvith Technology 3 
and an Area of Expertise in Electronics. VVhenever 
he rolls to mess about vvith an electronic gadget, 
he adds his Technology skill of 3 to the roll as vvell 
as a 42 bonus for his Area of Expertise, giving him 
an effective skill of 5. 


If, hovvever, he is using his Technology skill for any 
other purpose besides vvorking vvith an electronic 
device, such as fixing a broken car, he only adds 
his basic skill of 3 to the roll. 


SPARE CHARACTER PÜINTS 

İf at the end of character creation, players have 
Character Points to spare, deciding that higher 
attributes or additional traits do not fit their 
character, the remaining Character Points can be 
spent on skills, as if they vvere Skill Points. 


Note that the opposite is not true, so make sure you 
spend all your Skill Points or you vvill lose theml İfyou 
have too many Skill Points for the sort of character 
you have in mind, it may be vvorth considering the 
İnexperienced Bad Trait (see pg. 52), vvhich vvill 
reduce the number of Skitl Points (and Character 
Points) you have to spend, but vvill give you more of 
those vital Story Points to play vvith. 


VVhile the character can advance and have skills 
above 5, it is rare for a starting character to have a 
skill above that. During character creation, no skill 
can be above level 5 unless this has been discussed 
in detail vvith the Gamemaster and authorised. İf you 
vvant to play, for example, a university professor or 
a medical diagnostician you may be allovved to put 
more than five points into a skill, but then it should 
only be in the skill that reflects the character”s 
profession. Besides, you dor”t vvant to pile all those 
points into one place and become too much of a 
specialist to be of any use, do you? 


69 LİST ÜF SHILLS 


Belovv is a list of the tvvelve skills along vvith 
descriptions of the areas they cover and vvhen they 
are used. For details on hovv skill rolİls vvork, see pg. 
70 of Chapter Three: 1 Can Fight Monsters, 1 Can”t 
Fight Physics. VVithin each skill there is guldance for 
hovv the skill is used, and a list of possible Areas of 
Expertise (see sidebar on pg. 58İl. Remember, this 
İs not exhaustive and the Gamemaster and players 
should feel free to add Areas of Expertise (or even 
vvhole skills) if it best suits their game. 


ATHLETI65 

The character is used to being physically active. 
Depending upon the level of this skit, they could vvork 
out, go to the gym every vveek or /ust eat healthily. Or, 
at higher levels, they could be a professional athlete 
or a highly trained soldier. 


Athletics is used if the character has to run for a 
prolonged time avvay from charging Futurekind, 
hold their breath undervvater to svvim into the secret 
alien base or to yump over a chasm of lava. The 
Athletics skill is also used vvhen riding horses las it 
İs a more physical activity than using the Transport 
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skilÜ. Almost any physical act the character has 
to perform can be covered by Athletics. Hovvever, 
blocking a punch should be accomplished vvith the 
Fighting skill (paired vvith Coordination), vvhich is 
more appropriate to the situation. As a basic rule of 
thumb, if its physical, its Athletics. İf is combat, 
use the Fighting skilL 


Areas of Expertise: Running, dumping, Riding, 
Climbing, Parachuting, Scuba, Svvimming. 


CONVINCE 

Convince is all about getting people to do vvhat you 
vvant. You can use this to svvay people to your vvay 
of thinking, to prove to strangers that you re not a 
threat or to delay the villain from commencing the 
attack on Earth long enough to tet your companions 
foil their plan. İt can mean you re a convincing liar, 
or fust the most commanding military leader. Most 
of the time, Convince rolls are contested (see pg. 
7/7. 


After all, you” re trying to change someone"s mind. 
Convince is usually paired vvith, and resisted by, 
Presence or Resolve. 


Areas of Expertise: Fast Talk, Bluff, Leadership, 
Seduction, İnterrogation, Charm, Lie, Talk Dovvn. 


Convince is used for many types of social 
interaction, from convincing someone that the 
lies you are telling is the truth, to convincing 
them you are a sincere and trustvvorthy 
person. Many social interactions vvill rely on 
the Convince skill but it shouldn”t be as simple 


as rolling dice and getting vvhat you vvant. 


Players should try to act out the dialogue, the 
amusing lines and the attempts at bluffing. 
İf the player”s attempts at the table are good 
enough, the Gamemaster may even apply 
bonuses to the roll or revvard the player vvith 
Story Points for good roleplaying. 


ÜRAFT 

Craft is an all-encompassing skill that covers all 
manners of creative activities. VVhether the character 
İs good vvith their hands and can carve an ornate chess 
set from vvood, or maybe fust great at playing the 
guitar or singing, the Craft skill covers it. Boat building, 
metalvvorking, knitting a good scarf or rapping can 
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all be covered by this skilL This skill is very broad and 
benefits from using Areas of Expertise (see pg. 58) 
as it reflects vvhich Craft the character is particulariy 
talented in. A blacksmith, for example, may have Craft 
5 due to his mastery of metalvvorking, but that doesn t 
necessarily make him a virtuoso musician, brilliant 
painter or a vvitty knitter as vvell, 


Areas of Expertise: Building, Painting, Farming, 
Singing, Guitar, VVoodvvork, Metalvvork, Dancing. 


VVhen it comes to parrying and blocking, asuused in 
close combat, les look at the difference betvveen 
a learned skill and a reaction or instinctual 
act. There are a fevv areas vvhere the difference 
betvveen a skill roll and an sttribute roll can be a 
little confusing. 


Blocking and parrying is a learned skilL. Anyone 
vvho has done martial arts or fencing vvill knovv 
that learning vvhen to block or parry an attack 
takes knovvledge and skill, V/hen blocking or 
parrying in the game, the character uses Strength 
x Fighting. 


Dodqging is different. A lotofthe time, dodging relies 
on natural reactions and instinct. VVhen it comes 
to dodging gunfire or moving out of the vvay of a 
rockfall, the character uses innate abilities only, 
relying on attributes alone - usually Avvareness 4 
Coordination. İf you”re a skilled fighter or martial 
artist you”(l be able to bend out of the vvay of a 
punch or kick, so you could use Coordination 4 
Fighting to dodge in close combat, but they vvitl still 
use attributes alone vvhen dodging gunfire or that 
rockfalL, 


Of course, the character has to be avvare of the 
attack to begin vvith in order to block or dodge. 
İf the character is taken by surprise, or if the 
attacker is hidden (for example, a sniper shooting 
from a distancel, they vvill be unable to react 
to it first time. The attack vvill iust be rolled as 
an unresisted task against a fixed Difficulty as 
defined by the Gamemaster. 


Punching or Kicking for any physical attackİ: 
Strength - Fighting 


FTEHTINü 

İt may not be the Doctor”s chosen form of resistance, 
but sometimes there is no vvay out of a situation 
other than to fight. Fighting as a skill covers all 
forms of close combat, vvhether this is vvith fists, 
feet, svvords, axes or cat clavvs. This skill is purely 
for vvhen it gets up close and personal, The Fighting 
skill is typically used vvith Strength to not only land a 
punch, but also to block that nasty fab. Any combat 
that involves attacking from a distance (like guns, 


Blocking or Parrying a physical attack: 
Strength - Fighting 


Dodging a physical attack: 
Coordination - Fighting 


Dodging gunfire or environmental hazards: 
Avvareness 4 Coordination lif they see it comingl. 


Dodging gunfire or environmental hazards (if 
they are surprisedl: No chance to dodge 


Spotting an important clue is another tricky one 
that can be handled in a couple of vvays. İf the 
character is not actively looking for something and 
the Gamemaster vvants to give them a chance to 
see the giant bug before it attacks, they vvill have 
to make an attribute-only roll, usually Avvareness 
“ İngenulty. 


Hovvever, if they are searching books for a clue, 
(ooking into medical records for information, 
or something similar, the character is actively 
(ooking and their skills come into play - in this 
case it”s Avvareness paired vvith a skill that 
reflects the subfect. 


Passively noticing something (not actively 
Looking, but there”s a chance of seeing it): 
Avvareness-- İngenulity. 


Actively searching for something: 
Avvareness -- Skill (related to the subiect, such as 
Knovvledge, Medicine, Technology, and so onl. 


disintegrators or even the trusty bovv and arrovv) 
uses the Marksman skilL. 


Areas of Expertise: Unarmed Combat, Parry, Block, 
Svvord, Club. 


HNUVLEDGE 

The Doctor has proven that his knovvledge of the 
universe can defeat the most povverful of villainous 
dictators. Of course, not every character has that 
brain povver, but the Knovvledge skill is a guide to 
hovv much they knovv. 


This is a broad and almost all-encompassing skill 
that covers most areas of knovvledge. The exceptions 
are those covered specifically by other skills such 
as Medicine, Technology or Science. Knovvledge 
typically covers academic and humanities fields, such 
as lavv, sociology, psychology, archaeology, history, 
literature, or languages. The skillis most often paired 
vvith the Ingenulity attribute. The Knovvledge skilLl can 
also include alien areas of knovvledge, such as alien 
cultures, the history of alien vvorlds and times. Allen 
Areas of Expertise are not for beginning characters, 
especially contemporary companions. Hovvever, the 


Having fust tvvelve skills means that some of 
them, especially Craft, Knovvledge and Science, 
require a little bit of adiudication on behalf of the 
Gamemaster. 


For example, if the character is a lavvyer, their 
Knovvledge skill should have an Area of Expertise 
that refers to all things legal. An archaeologists 
Areas of Expertise vvill reflect years of education 
in history, geology and archaeology. Even if you 
are not using Areas of Expertise in your game, the 
reason the character has the skill should be taken 
into account if they are trying to do something they 
are unfamillar vvith. 


İf a character is trying to use their skill for 
something obviously not in their field - a quantum 
physicist trying to give a lecture on Ancient Roman 
history for example, the roll should incur some 
penaliy to reflect this. 


Think ofhovvfar removed from the actual knovvledge 
the character has from vvhat they-d like to do. İf 
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Gamemaster may allovv alien Areas of Expertise if it 
suits the character”s background. 


Areas of Expertise: History (choose an areal, Lavv, 
Psychology, Language (select a specific language), 
Literature, Sociology, Alien Cultures, Earthonomics, 
Gallifrey History, The Dark Times. 


MARHSMAN 

İUs a dangerous universe out there, and the time 
might come vvhen the characters are forced to take 
arms against the alien invaders. The Doctor rarely 
uses guns, preferring to outvvit or out-think his 
opponents, but his companions have resorted to 
firearms from time to time. 


it is fairly similar to something they”d knovv (but 
not of the actual Area of Expertise), a lovv penalty 
should be applied of -1 or -2. İf ifs something 
very different (like the talented gulitarist trying to 
forge horseshoesl then the penalty could be as 
high as -4, the usual penality for being completely 
unskilled (see pg. 72). If its something incredibly 
technical or difficult, such as a veterinarian trying 
to perform brain surgery, the Gamemaster may 
simpiy decide that it is impossible for them to do. 


Another element to take into account is the 
character”s home era. The average person from 
present-day London is unlikely to have the skills to 
survive in the palaeolithic era and vvill be confused 
by 51st century technology. 


The character sheet has a space to note the planet, 
time period and technology level of the character”s 
origin, and trying to use your skills outside of that 
frame of reference can sometimes be difficult. 
More information on Technology Levels can be 
found on pg. 66. 
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The Marksman skill is used for any vveapon that fires 
a profectile or shoots at a target that is outside of 
close combat range. Everything from bovvs, throvvn 
rocks or knives to guns, machine guns, Dalek 
vveapons, or even starship missile systems use the 
Marksman skilL. 


For vveapons that require physical aiming, such as 
a pistol, use Coordination 4 the Marksman skilL 
Other more technical vveaponry, such as computer 
controlled systems or artillery, use İngenuity 4 
Marksman, to reflect the less physical approach to 
operating the vveapon. More information about ranged 
combat is detailed on pg. 87 of Chapter Three: 1 Can 
Fight Monsters, I Can”t Fight Physics. 


Areas of Expertise: Bovv, Pistol, Rifle, Automatic 
VVeapons, Throvvn VVeapons, Ship VVeapon Systems, 
Cannon, Plasma VVeapons, Disintegrators. 


MEDICINE 

İnfuries are bound to happen vvhen trying to save 
the universe, so it is alvvays useful to have someone 
aboard the TARDIS vvho has a MÜttle medical 
knovvledge. The Medicine skill, at lovv levels, reflects 
the character”s ability to perform basic first aid, CPR 
or to stabilise vvounds. At higher levels, they may be 
medical students, fuliy fledged doctors or nurses, 
or at Skill 5 they could be surgeons. Medicine also 
reflects other Areas of Expertise, depending upon 
the background of the character, such as forensic, 
veterinary medicine or alternative therapies. 


Medicine is usually paired vvith İngenulty, though 
if the medical procedure is particularly tricky or 
requires delicate vvork, then Coordination should be 
used. Usually, the success of the roll dictates hovv 
many tevels of iniury are healed: Success heals 1, 
Good heals 2 and Fantastic heals 3 levels of iniury. 
More information on healing, inğury and damage can 
be found on pg. 96 of Chapter Three: 1 Can Fight 
Monsters, I Can”t Fight Physics. 


Areas of Expertise: Disease, VVounds, Poisons, 
Psychological Trauma, Surgery, Forensics, Veterinary 
Medicine, Alternative Remedies. 


SLİENLE 

The Doctor frequently blinds his companions vvith his 
scientific knovvledge, and the Science skill measures 
dust hovv knovvledgeable the character is vvhen it 
comes to and atl the stuff that makes the universe go 
around. There"s a Little crossover vvith the Medicine 
and Technology skills, but if the task requires less 
repairing people or gadgets, and more contemplating 
the vvild pseudoscience or in-depth theory, then 
Science is golng to be the skill of choice. Most of the 
time, Science vvill be paired vvith Ingenulty, only apt 
vvhen you think of the ingenious scientific theories 
and inventions that they”lL be coming up vvithl On rare 
occasions it can be paired vvith Presence or Resolve 
if debating scientific theory. 


Areas of Expertise: Mathematics, Physics, Chemistry, 
Biology, Astrophysics. 
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SUBTERFUGE 

İn the course of saving the vvorld, you can be forgiven 
for breaking and entering secret bases, employing 
a bit of stealth to avoid being spotted by patrolling 
guards, for opening a safe to read the classified 
files or pickpocketing the guard”s access keys. İn 
these cases, the Subterfuge skill is used, usually 
paired vvith Coordination or, if the task is of a more 
intellectual nature, İngenuity can be used, especially 
for tasks like safecracking or creating a disguise. 


Areas of Expertise: Sneaking, Lockpicking, Sleight 
of Hand, Pickpocketing, Disguise, Safecracking, 
Camouflage. 


SURVIVAL 

The universe is a harsh place, and many a companion 
has been stranded in a hostile environment, vvaiting 
for the Doctor to come and rescue them before they 
freeze, roast or suffocate to death. The Survival 
skill is used to help them to stay alive in these 
harsh or exposed environments, from knovving 
vvhat native plants can be eaten to building shelter 
and a fire. Some Areas of Expertise vvill help in 
other environments such as knovving hovv to protect 
yourself from exposure to space, from an oncoming 
sandstorm or the safe vvay to decompress from deep 
sea pressures. 


Areas of Expertise: Space, Desert, Svvamp, Mountain, 
İcescape, Undervvater, VVilderness. 


TELCHNULDOEY 

Some people are a vvhiz vvith computers, gadgets 
and electronics. Technology as a skill represents the 
character”s knovv-hovv vvhen it comes to all of these 
things. VVhether it is hacking into the Torchvvood 
computers, mixing odd parts of existing tech together 
to make a "imey-vvimey detector”, programming 
a virus to thvvart the alien fleet or fust fixing the 
microvvave, Technology, paired vvith İngenulty, is the 
skill to use. 


Fixing things on the TARDIS can only be done by 
someone vvith the Vortex trait İsee pg. 57): trying 
vvithout it may make things vvorse. Creating Gadgets 
can only be done vvith the Boffin trait (see pg. 30) 
unless you vvant a technological disaster on your 
handsl 


Areas of Expertise: Computers, Electronics, Gadgetry, 
Hacking, Repair, TARDIS. 


TRANSPÜURT 

Sometimes, you need to get from A to B, and you 
vvon”t have access to the TARDIS. Transport covers 
the ability to drive cars, ride motoreycles, fly hover 
vans in Nevv Nevv York or pilot an aircraft or starship. 
Like other broad skills, knovving hovv to drive a car 
doesn”t mean you can pilot a 747, but vvhen it comes 
to vehicles many are similar enough to give you a 
good place to start. Steering vvheel, accelerator, 
vvhat more do you need? If the technology is similar 
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enough, you can probably allovv the players to use 
the skill vvithout penaliy. 


The only method of transport that isn”t covered 
by the Transport skill is riding an animal, such 
as a horse, Riding is a very physical action, so the 
Athletics skill is used. İf you are steering the horses 
pulling a carriage, then Transport is used as you re 
not engaging in the physical exertions used during 
riding. 


Areas of Expertise: Cars, Trucks, Helicopters, 
Aircraft, Spaceships, Temporal Ships, Motoreycles. 


UHARACTER C(REATION 
EXAMPLE - SHILLS 


Edvvard has 18 polnts to put into skills. He"s 
already decided that his character is going to 
be smart and observant, rather than strong. 
He decides that Knovvledge 3, Science 4 and 
Technology 3 vvill make him something of a 
brainbox. He also thinks that Convince 2 vvill 
come in handy. 


That”s 13 points spent so far, leaving 5 to 
spread throughout his other skills. Edvvard 
decides to spend tvvo of these points on a 
couple of Areas of Expertise and rounds out 
his list vvith some useful non-combat options. 
His final skills are: 


Athletics 1, Convince 2, Craft 1, Knovvledge 
3, Science 4 (Physics 4:2), Subterfuge 1, 
Technology 3 (Electronics -2), Transport 1. 


That equals 16 Skill Points, 42 for the tvvo 
Areas of Expertise, vvhich is 18 in total, He”s 
certainly the bralins of the outfit, but he"s no 
fighter. 


69 STORY PDINTS 


Story Points are very important. VVe”lI cover hovv 
Story Points are actually used in Chapter Three: 1 
Can Fight Monsters, 1 Can”t Fight Physics (see pg. 
69) but for novv all you need to knovv is hovv many 
points the characters have. VVe”ve already mentioned 
the Story Points and the atlocation at the beginning 
of character creation (see pg. 102) so you knovv that 
most characters should start vvith 12. 


Hovvever, some of the Special Traits are so mafor 
that they effect the very story of the game, and adlust 
the maximum Story Points a character can keep 
betvveen adventuresl 
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VVhatever the characters have left to start the game 
vvith, the players should mark it into the box on their 
character sheets (though use a pencil, iust like all 
of the other numbers, as Story Points may change 
from adventure to adventurel). Before you start to 
play each session, each player takes a number of 
tokens equal to this figure so they can keep track 
of the rapid increases and decreases you ll come to 
expect during the course of the game, vvithout having 
to keep rubbing the number out and vvrriting a nevv 
one in every five minutes. 


Some Villains have Story Points as vvell that can be 
used in yust the same vvay as the players characters. 
This vvill mean that mafor villains are harder to 
defeat, and can spend Story Points to make their 
escapes if the characters look to be victorious too 
early in the game. 
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69 FINISHING TÜUCHES 


There are lots of little touches that finish the character 
offand make them more than /ust a string of numbers. 
There are some places on the character sheet to keep 
track of some of these, or you may vvish to go into 
greater detail and vvrite up something more in depth. 


NAME 

Each character needs a namel Most of the Doctor”s 
companions have normal and everyday names. İf you 
can”t think of something immediately, try flicking 
randomly through a phonebook, or one of those 
baby-name books you can find. Maybe use a friend”s 
name, and svvitch the surname to something nevv, or 
pick a couple of actors from TV or movies and change 
their names around. Above all, you have to like it, and 
it shouldn”t be immediately funny. 


Even alien characters shouldn”t be called something 
silly that ll disrupt the game. No one should be called 
“Squid-roon” or “Duckbar” (all names suggested by 
real players in the pastl. The character is going to 
have to Live vvith that name, and so vvill the player 
during the game. The more sensible and the more 
normal the better. Though that doesn”t mean the 
Doctor hasn”t travelled vvith strangely named 
characters in the past - after all, hovv many people 


un" 


DÜCTÜUR VVHÜ RULEPLAYING GAME 


Hi mu nun nn 


"m 
“ "dö" 


do you knovv called Perpugilliam or Vislor? As long 
as it doesn”t upset the tone of the game. 


ALIEN (HARALTER NAMES 


Of course, it could be that the character is alien. 
İf the player needs to create a nevv alien name, 
it needs to be relatively easy to pronounce, even 
if is not so easy to spell, İf is complicated, like 


the Mighty 2agrafess of the Holy Hadrofassic 
Maxarodenfoe, think of a cool nickname for 
them İMax) so its easy for the other players 
to talk to them. Not every player is golng to 
remember Blon Fel Fotch Pasameer-Day, but 
they”ll remember Margaret Slitheen. 


APPEARANCE 

VVhat do they look like? The player could have a very 
distinctive idea of vvhat their character looks like, 
or imagine a particular actor playing their part. İf 
they re feeling artistic, they could even dravv a sketch 
so everyone knovvs hovv the character looks. Think 
about hovv tallthey are, vvhat their bulild is, hair colour, 
or any distinguishing features they have İ(sideburns, 
big ears, ginger hair, something Like thatl. 
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BACHƏRUUND 

dust vvho are they? You vvon”t have to vvrite a huge 
essay or draught up a family tree, but its often good 
to have a basic idea ofvvho they are, vvhat they do and 
vvhere they re from. You can get a pretty good idea of 
vvho a character is fust by vvriting a simple paragraph 
about them. 


For example - he”s a Maths teacher at Coal Hill 
School and runs the cadet squad. He used to 
be a sergeant in the British Army but left after a 
particularly “bad day”. He”s put all that behind him 
novv and has started dating Clara Osvvald... 


That pretty much sums up Danny Pink after his first 
encounter vvith the Doctor in The Caretaker, and this 
information gives the Gamemaster a little to vvork 
on. İt may give them ideas to spice up the average 
adventure and make it more personal, 


Of course, players could go into even more detail 
than this if they”d like. Though sometimes the details 
and personal background develop as the game 
progresses, so fust a basic concept is a great starting 
place. 


HÜME TIME PERİUD AND 
TELCHNULDOEY LEVELS 


This can be a very important element vvhen travelling 
through time. There is a space on the character sheet 
to define the character”s home time period. This is so 
the Gamemaster can vvork out if a character using 


technology in an adventure that they ”d be unfamiliar 
vvith. Have a look at the Tech Level table and see 
vvhere the character is from. 


Most characters are from level 5 - modern day 
Earth. Robin Hood is from the Middle Ages, so he”d 
have a home time period Listed as “Middle Ages, 
Tech Level 2.” The Doctor is a Time Lord, so he has 
“Gallifrey, Tech Level 10”. Clara and Danny are from 
modern Earth, so they”d have "21st century Earth, 
Tech Level 5.. 


More information on Technology Levels and hovv they 
affect your character can be found in Chapter Three: 
I Can Fight Monsters, 1 Can”t Fight Physics (see pg. 
110). 


TELHNULDOEY LEVELS 


Beyond comprehenstion - Abilities 
available only to the Eternals 


Ancient Time Lord - The Dark Times, 
Rassilon and Omega 


Time Lord 
Advanced Time Faring - Daleks 
Time Faring - 51st century Earth 


Advanced İnterstellar Empire - 31st- 
A9th century Earth, no time travel 


Star Faring - 22nd-30th century 
Earth, Faster-than-light travel, 
transmats 


Space Faring - late 20th and 21st 
century Earth, Colonisation of the 
Solar System, system-vvide travel 


İndustrial - 18th-20th century 
Earth, İndustrial Revolution, steam, 
manufacturing 


Renaissance - 15th-17th century 
Earth, gunpovvder, sailing ships and 
art 


Metalvvorking - Bronze Age to Middle 
Ages, svvords and steel 


Primitive - Stone Age 


PERSUNAL B0ALS 

Each character has a goal, and vve”re not talking 
football here. Players should give some thought 
to vvhat the character is like and come up vvith 
something that they”d like to achieve. Most of the 


Doctor”s companions are not about money or fame, 
but if thats something the character vvould have at 
the forefront of his mind during the adventure, then 
the player should pencil it in. İt could be anything 
- to explore, to find the Love of their life, to further 
humanity, to advance the course of science, to boldly 
go vvhere no one has gone before... you get the idea. 


İf a player cannot think of something straight avvay, 
they can Leave it blank and add something as they 
get to knovv the character. İt is important though - 
vvhen the character is actively pursuing their Goal, 
the Gamemaster vvill revvard the player vvhen they 
achieve it vvith either Story Points or something even 
cooler. İt”s dovvn to the Gamemaster though. 


For example, Clara”s a teacher, and is responsible 
for the kids in her care. She takes this responsibility 
seriousiy, and not fust at school, looking out for the 
innocent and defenceless. İf Clara puts herself at risk 
to protect someone, not only vvitl she get Story Points 
for his selfless act, but she may receive additional 
Story Points or even an increase in a skill, trait or 
attribute at the end of the adventure to reflect her 
accomplishing her Goat. Further advice on this can 
be found on pg. 108. 


EQUIPMENT AND PERSUNAL TTEMS 

The Doctor and his companions rarely adventure to 
gain things. They travel to experience the adventure, 
the excitement and to make the universe a better 
place. İt is rare that someone is accepted into the 
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TARDIS if they re only in it to make money and collect 
some valuable treasures on the vvay. Of course, the 
Doctor can make mistakes in fudgement. 


ALI characters should have the basics. Have a think 
about vvhat you carry about vvith you vvhen you go 
out - phone, purse or vvallet, a Little cash, make- 
up, mirror, notebook, bottle of pop, MP3 player and 
that”s about it. İUs unlikely you”ll be starting the 
game vvith climbing gear, mapping tools, nightvision 
goggles, torch or guns. İf you”re really prepared you 
may have a car-boot full of clothes, but thatis about 
it. Any vveird and bizarre equipment you need to suit 
the environment might already be somevvhere in 
the TARDIS in the vvardrobe or another of its myriad 
rooms. 


İf you”re planning on starting the game vvith any 
unusual item of equipment you should talk it over 
vvith the Gamemaster and see if it is acceptable. 
İf is golng to be too useful or unbalancing, the 
Gamemaster may consider it a Gadget (like the 
Sonic Screvvdriver) and there are special rules for 
purchasing or creating those İsee pg. 112). 


ANY QUESTI0N5? 

At the end of this process, each player should have 
a character fit for the TARDIS. Novv, all you need to 
knovv is the rules of the game. Luckily, vve”re coming 
to that bit in the next chapter. Get yourself a cup of 
tea and settle dovvn... is time to learn hovv to play 
the game. 


EXAMPLE (CONTİNUED) 


Continuing the story of Edvvard”s character, he has all the numbers filled in that he needs, but his 
character isn”t really a person.” He knovvs he”s good vvith technology and science, but a bit shy and not 
terribly strong. First of all, he needs a name. 


Edvvard gives it a bit of thought and comes up vvith Adrian Davies”. He”s going to be a fellovv teacher at 
Coal Hill, alongside Clara, Danny and the Doctor (in his guise as the Caretakerl. İt"s only a matter of 
time before he gets svvept up on one of their adventures. 


Edvvard decides that Adrian is 31, somevvhat shy and vvith a unique sense of style - he vvears a bovv tie 
- but he”s frlendly and loyal, and the kids Love his science lessons. He"s from England, 2015, so his Tech 
Level is 5 (contemporary Earthl. 


His Personal Goal is to find a steady girlfriend, and to have some more funl Edvvard then lists some 
handy equlpment he may have, like a pen, a set of screvvdrivers, a torch, a mobile phone and a laptop. 


VVith that, he”s ready to playl 
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Iİ CAN FİEHT MÜNSTERS, 1 LANT FİEHT PHYSİLS 


This chapter covers the rules of the game. Everything 
players need to knovv, from hovv a character can run, 
İump, svving from ropes, or dive for cover, to talk dovvn 
an alien vvith a gun, outsmart an evil mastermind or 
drive a car, is in here. 


VVhile this may look complicated at first, there is iust 
one simple rule to remember that vvorks in every 
situation in the game. Bearing that in mind, it is not 
going to be as hard as it might seem. 


69 RUNNING THE GAME 


As vve”ve already discussed, every player has a 
character to control vvith their details vvritten 
dovvn on their Character Sheets. The Gamemaster 
introduces the adventure, and the rest is done 
through conversation. The players describe vvhat 
their characters are doing, the Gamemaster allovvs 
the plot to develop and describes hovv events 
progress and the actions of any additional people, 
including the Villains. 


Check out the example of play in Chapter One: The 
Trip of a Lifetime İpg.13) to get a feel for the game 
İn action. 


Most of the time if the player vvants his character to 
do something, they can do it vvith very Little vvorry. If 


they vvant to talk, vvalk, eat or read something, they 
don”t require any rules to do so. İf the player vvants 
their Character to do something that may or may not 
be successful, that”s vvhen numbers and dice come 
into play. For example, if they vvant to hit a svvitch by 
throvving a cricket ball across the room, run dovvn a 
staircase vvithout tripping, mend a broken computer 
or something else that requires a level of skilLl or 
chance - or that might have a chance of failure - its 
time to roll those dicel 


THE BASIC RULE 

The Doctor VVho Roleplaying Game uses the same 
basic rule for every action. VVhether it is fighting, 
convincing someone, researching, creating a gadget 
or piloting the TARDIS, it all comes dovvn to the same 
basic rule: 


ATTRIBUTE - SKILL (-TRAİT) 4 TVVO SIX 


SIDED DICE - RESULT 
(try to match or beat the Difficulty of the task) 


Attribute: Select the most appropriate attribute 
for vvhat the character is trying to do. Trying to Lift 
something? Then Strength is the one you need. 
Trying to remember something important or invent 


a device that is crucial to saving the group? As this 
uses brainpovver, you need to use İngenulty. Trying to 
solder an intricate component, vvalk along a narrovv 
beam or aim a sonic disruptor, they all require some 
sort of dexterity so Coordination is the attribute for 
that task. Once you ve picked a suitable attribute, it 
needs to be paired up vvith something. 


Skill: Next find the skill best suited for the task. Are 
they running for their lives? Having some Athletics 
vvould mean they could run faster and for longer. VVhat 
about if they re trying to cobble together household 
electrical items to make an alien detector? İt vvould 
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be hard to do such a task vvithout the Technology 
skill, so that vvould be the skill to use. Sometimes 
there”s no suitable skill to use, so they”ll have to use 
a second attribute instead. 


Trait: Do any traits come into play? If so, have a 
look at the trait description and see if it applies any 
modifiers to the roll. For example, fumping a gap 
betvveen tvvo buildings vvill use Strength - Athletics, 
but the Gamemaster may decide that the Brave 
trait vvill add a bonus to the fump - you d have to be 
pretty brave to attempt such a feat, after all, If you 
think one of your character”s traits vvould come into 
action, then take it into account - even if vvould apply 
a penalty. Playing to your character”s vveaknesses 
means you re acting in character, vvhich makes the 
game more interesting, aids the storytelling and is 
revvarded vvith Story Points. 


Dice: There”s alvvays an element of chance in these 
things - it keeps us on our toes. Roll tvvo six-sided 
dice, add them together and remember the number. 


The Result: Add the value of the attribute you ve 
selected, the skill you have and any adiustments 
from traits, to the total dice rolL İf the total is 
equal to or higher than the Difficulty of the task 
(as determined by the Gamemaster), then you”ve 
succeededl İf it is lovver, then they ve failed. İvs as 
simple as that. 


EXAMPLE 


Clara is running through tunnels in Bristol, vvith the 3D 
paintings animated by the Boneless giving a slovv and fuddering 
chase. Hovvever, the tunnel itself is rippling vvith the Boneless 
themselves, and Clara must fump over an open shaft to escape. 


The Gamemaster, Peter, asks Clara $ player, Samuel, to make 
a roll. İts golng to be a physical fump, and Peter and Samuel 
agree that it s going to use Clara S Coordination fas she s going 
to have to control vvhere her feet go) combined vvith her Athletics 
las its a physical fump that vvill be aided vvith a little athletic 


practicel. Coordination of 3, Athletics of 3, for a total of 6. 


Peter says that its a fairly tricky fump and assigns a Difficuliy 
of 15. Samuel needs to equal or beat that vvith vvhatever he 
rolls, plus the ö from Coordination 2 Athletics. 


Samuet rolİs tvvo dice, and gets a 5 anda ö z 10. The 10 from the dice roll, plus the ö from the Attrıibute 
x Skili, equals 16, vvhich is more than the Difficuliy of 15. İt vvas hard, but Clara leapt over the shaft and 
escapes the tunnels. 
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VIHİUH ATTRIBUTE ÜR SHİLL TÜ USE 


İn most cases, vvhich skill and attribute to use 
are fairly obvious. Hovvever, in some cases, there 
may be tvvo attributes or skills that could be used 
equally vvell, 


For example, Danny Pink, played by İngrid, has 
found a strange alien device in the boiler room at 
Coal Hill School. İlts flashing ominously so he tries 
to investigate it further. He could use İngenulty 
o Technology las it takes brains to knovv vvhat to 
do), or Avvareness 4 Technology (as he needs to be 


able to spot vvhich bit goes vvherel or Coordination 
x Technology las it is intricate vvork to try to 
investigate the device vvithout setting it offl. 


İn this case İngrid vvould choose vvhatever her 
character is better at, or the Gamemaster, Peter, 
vvould choose vvhichever is more apt to the vvay 
they are attempting the task. Peter, in this instance, 
decides that Coordination is the most relevant to the 
task as it is incredibiy fine vvork, and an unsteady 
hand could have unforeseen consequencesil 


İf tvvo skills or attributes are relevant, the 
Gamemaster should keep the unused skill or 


UNSHILLED ATTEMPTS 

Usualiy, attempting to do something vvithout the 
relevant skill results in failure. You vvouldn”t normally 
try to fix the vviring inside a computer if you didn”t 
knovv vvhat you vvere doing, and you vvouldnTt try to 
perform surgery vvithout medical training. Hovvever, 
in desperate times, characters may have to try 
despite being untrained. 


Even vvithout a skill you use the same formula as 
before. Of course, vvithout a skill to add in there, the 
result is golng to be Lovver, vvhich reflects their lack 
of training, and in most cases, trying to do something 
vvithout any skill could actually make things vvorse. 


Any time a character tries to do something that they 
have absolutely no skillin, the roll suffers a -4 penalty. 
They might have a skill that could help a Little, but 
isn” t completely related - if the Gamemaster agrees 
they can try vvith a smaltler penality of -2. 


69 HÜV A RULL MÜRHS 


Rolling dice and adding numbers is fine, but vvhat are 
you rolling for, and hovv do you interprettthe outcome? 
First of all, decide vvhat the character intends to do. 


attribute in mind vvhen deciding the outcome ofthe 
roll, You”IL see on the Success Tables İ(see pg.74) 
that the results can be interpreted in different 
vvays depending upon the roll. İf the Gamemaster 
chooses, he can bring the unused attribute or skill 
into the result. 


Continulng the example, Danny uses his 
Coordination -“- Technology and makes a great 
roll to disable the alien device, getting a Fantastic 
result. Peter remembers that Avvareness could 
have been used f/ust as vvell, and says that vvhile 
Danny did a great fob of disabling the device, he 
also spotted that the device has a symbol on it - 
perhaps a clue to vvhere it came from. 


Or, if the roll had failed, the same could be sald. İf 
İngrid had rolled and got a Failure result, Danny 
might have fafled to vvork out vvhat the device vvas, 
but spotted in time the trap vvired into it. 


The Gamemaster doesn ft need to bear this in mind 
all of the time, but it can be a great vvay to inspire 
cool additions to the action and plot. 


İNTENT 

The player needs to decide exactly vvhat they vvant 
their character to do and describe it as best as they 
can. This helps the Gamemaster to decide hovv 
difficult the task is so they can assign a Difficulty. This 
vvill also help in deciding hovv vvetl the character did 
and vvhether they achieved vvhat you vvanted to dol 


For example, the player could say “Clara tries to hide 
from the approaching Cybermen, ducking for cover 
behind the smouldering remains of a car.” This tells 
the Gamemaster vvhat they vvant to do, hovv they” re 
intending to do it, and hovv difficult it is. Both the 
player and the Gamemaster can start thinking of 
vvhat vvould happen if they succeed or fail, 


DIFFICULTY 

Some tasks are going to be more difficult than others. 
After all, reprogramming an alien computer is golng 
to be much harder than replacing the batteries in a 
TV remote control 


VVhenever the characters have to do something that 
requires a roll, the Gamemaster vvill determine the 
Difficulty. This is the number the player vvill have to 


——,oo———f()————— 


beat to succeed vvith the task. The average human 
Attribute is 3, the average Skill is 2-3, and the average 
die roll is 7, so an average person should be able to 
accomplish something vvith a Difficulty of 12 more 
often than not. The table belovv provides you vvith 
suggested Difficulty levels, though the Gamemaster 
can adlust these to suit a particular situation. 


HÜV/ VVELL HAVE YOU DÜNE? 

Looking at hovv far above or belovv the Difficulty the 
Resultvvas, you can imagine hovvvvelLor hovv badlythe 
task vvent. After the first couple of task resolutions, 
this vvill come quickly to players in the game and 
the flovv of the story shouldn”t be slovved dovvn by 
looking at numbers and making calculations. Rolling 
dice furthers the story and resolves any conflicts and 
tests of skill or chance. 


İf the roll vvas successful, have a look at hovv far 
above the Difficulty the Result vvas. The vvider the 
difference betvveen the Difficulty and your Result, 
the better you”ve done. Remember vvhat the İntent 
vvas and consider the question “did you succeed?” 
Looking at the Success Table on the follovving page 
you can see that as the result gets better and higher, 
you progress through "Yes, But” to “Yes” and finally 
"Yes - and. 


TASH EXAMPLE 


Really, Really 
Easy 


DIFFICULTY 


3 


Really Easy 


Easy 


Normal 
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The same also applies to failures. Sometimes, if 
you re attempting something you re really not skilled 
for, you could make matters vvorse f/ust by trying. 
Look to see hovv far under the Difficulty you failed 
by. The lovver your result, the vvorse things could get. 
Again, think of vvhat your initial İntent vvas, as this 
vvill give you ideas of vvhat actually goes vvrong (see 
the Failure Table on the follovving pagel. 


7 
24 
” 


"KtsARMS 


Really simple, should be an automatic success. Opening a can of drink, 
using a phone, eating chips. 


Looking something up in a dictionary, operating a microvvave oven, hitting 
an unavvare alien vvith a cricket bat. 


Setting the DVR to record a program, iumping a lovv fence, operating a 
smartphone, finding information on the internet. 


Driving a car in traffic, shooting at a stationary target, svvimming in the 


sea, uncovering a useful but not secret fact. 


Tricky 
Hard 


Difficult 


Driving at speed, shooting a moving target, climbing a cliff. 
Picking a Lock, Lift tvvice your vveight, treat a gunshot vvound 


Climb a Venetian bell-tovver in the rain, charm your vvay into a government 


facility, escape from rope bonds. 


Very Difficult the VVhite House. 


İmprobable 


Nearly 
İmpossible 


Recite a Shakespearian soliloquy vvithout mistakes, charm your vvay into 


Hit a very small target vvith a slingshot, hack into a government 
computer system, create a DNA scanner out of radio parts. 


Close a rift in time and space vvith a chocolate bar, climb the outside of a 
skyscraper in the rain, shoot a small target in an adiacent room vvithout 
looking. 


SƏISAHd LHDI4 L.NVO 1 “SHSİSNUN HB NVD 


dddHl qdldYHə 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


AMDUNT ABUVE DİFFİCULY: 9-- 

RESULT: Fantasticl 

“DID YÜU SULCEED?”: Yes, And... something unexpected happened as a result of the outstanding 
success. The character not only gets vvhat they vvanted, but something extra happens that the player 
decides, vvith the Gamemaster”s approval. The greater the difference, the more dramatic the effects. 


For example: Clara has dressed as a lady-in-vvaiting to infiltrate Nottingham Castle, vvhere she suspects 
something odd is golng on - she s very successful in her attempt to blend in and can vvalk around 
the castle uncontested AND she s told in passıng by one of the mailds vvhere the strange mechanical 
knights are being reparired. 


Damage: İf attacking someone or something, the damage is multiplied 
by one and a half (x1.5) times (round dovvnl. 


AMDUNT ABUVE DİFFİCULY: 0-3 

RESULT: Success 

“DID YOU SULLEED?”: Yes, But... it may not have gone as veell as the character 
had hoped, or something unexpected has occurred. The rollvvas stillsuccessful, 
but only fust. İt vvas a close call, but they managed to scrape through. The 
player (at the Gamemaster”s discretion) should add some sort of complication 
or secondary problem. 


V/hile investigating the fdormant but definitely robotic) knight, the Sheriff of 
Nottingham himself comes into the chamber to give it nevv orders. There s a 
scuffle and Clara tries to club the Sheriff round the head vvith her tray. She s 
successful at stopping the Sheriff from crying out to alert the guard, BUT the 
Robot knight begins to activate... 


Damage: İf attacking, the vveapon only inflicts half of the damage İround dovvn). 
The target vvas still hit, but only iust. 
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AMDUNT BELOV/ DİFFİCULYY: 1-3 

RESULT: Failure 

“DID YDÜU SULCEED?”: No, But... it could have been much vvorse. The character failed, and didn”t manage to achieve 
vvhat they”d hoped, but itvvasn”t a horrible failure. The Gamemaster may allovv the player to gain something out of the 
attempt, but it may not be vvhat they”d expected. 


Continuing the example, the Robot Knight avvakens from its slumber. Clara shouts “Stop /I can explain everythingl” 
The Robot Knight looks at the dazed Sheriff and prepares to disintegrate Clara BUT the Sheriff comes round at that 
very moment and shouts "Haltl” 


Damage: İf receiving damage from an inlury or attack, the character is harmed but only sustains half of the damage 
(round dovvnl. 


AMDUNT BELUM DİFFİCULY: 9-- 
RESULT: Disastrous 


“DID YÜU SULLEED?”: No, And... something else has gone vvrong. Not only vvas the failure bad enough, but there may be 
vvorse consequences. 


The Sheriff of Nottingham marches Clara along the battlements tovvards his tovver. Clara tries to escape by leaping off 
the vvatl and into a passıng haycart but the Sheriff is vvise to her and grabs her. She is still the Sheriff s prisoner AND 
she s danglıng over the edge of the vvali, the haycart gonel Things are fust getting vvorsel 


Damage: VVhen taking damage, the character sustains one and a half times the amount of damage 1x1.5) (round dovvnl). 


İf calculating the levels of success slovvs your game dovvn, 1 Success İYes, But...) Failure (No, But...) 

the Gamemaster may decide to discard them and stick 2-5 HGood İYes) Bad (No) 

vvith a simple Success or Fallure. Alternatively, if you”d stili ö Fantastic (Yes, And...) Disastrous İNo, And...) 
like the detailed and varied result vvithout having to vvork 

out the difference betvveen the Difficulty and the Result, İt can be a little random, but it does speed things up and 
you could roll an additional die to generate the degree may allovv a more extreme level of success that may 
of success randomly. A “drama die” could be a single, normally be out of reach to the character. 
different-coloured die that is rolled vvith the other dice that 

can determine the degree of success. 
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DAMAQE 

You”(l have noticed that the Success Tables also 
mention damage and hovv it is affected depending 
upon hovv vvell or hovv badly you ve rolled. ALL 
vveapons or forms of iniury have a fixed damage. This 
number is modified depending on the roll (either hovv 
vvelL you shot at someone, or hovv badly you dodged 
the harml. Halving, or multiplying the damage by 1.5 
(one and a half timesl, may result in half or quarter 
numbers - alvvays round dovvn to the nearest vvhole 
number, unless the number is zero (0). Damage has 
been done in some form, so the lovvest it can be is 
one (1). VVe”ll discuss damage and conflict later (see 
pg.851. 


USİNG STÜRY PDINTS 

Didn t do as vvell as hoped? Dor”t vvorry, all is not 
lost. İf you imagine all the levels of success and 
failure as a ladder, you can spend a Story Polnt to 
move up one Tung/, so to speak, turning a Success 
into a Good, or a Good into a Fantastic Result. 


Failed miserably at a task that vvas vital? You can 
spend Story Points to recover from a particularly bad 
result, moving up a rung per Story Point. Hovvever, 
spending Story Points in this vvay does limit you to 
a highest level of iust Success”. More on spending 
Story Points to effect the outcome of a roll can be 
found on p.102. 


İf a player is lovv on Story Points and it suits the story, 
they can do the reverse and turn a Success into a 
Failure to regain Story Points. The Gamemaster has 
the final say, and doing this too often should not be 
encouraged, but it can stir things up a Little and can 
be a good vvay to build up Story Points in times of 
need. More on avvarding and spending Story Points 
can be found on pg.106. 


THE SULLESS TABLE LADDER 


Q above 
4-8 above 


Fantastic 
Good 
Success 
Failure 
Bad 
Disastrousl 


0-3 above 
1-3 belovv 
4-8 belovv 
0- belovv 


ÜDOPERATIDN 

Sometimes a task is so tricky or complicated, the 
characters are going to have to call in help. Many 
hands make lightvvorkl One person vvith the required 
skill vvill take the lead in the task. The helpers, if 
they have a suitable skilLl that could help, each add 
42 to the leader”s attempt. The Gamemaster may 
put a limit on hovv many people can help in any given 
circumstance, and vvhich skills are suitable to assist. 


Example: Madame Vastra is having a bad day. She 
Is in pursuit of a gentleman thief vvho Ss stolen a 
potentialiy lethal piece of alien technology from 
her, she doesn t have the time or patience to argue 
vvith a stevvard as to vvhy she should be allovved into 
the glamorous ball that the thief has ducked into. 
Fortunately, /enny keeps a cool head and, in the 
role of servant, offers suggestions” to Vastra and the 
stevvard as to hovv her invitation has been misplaced. 
Madame Vastra rolls Presence z Convince skill , but 
because because Zenny is helping she adds an extra 
x2 to her roll. 


THIS MAY TAHE SUME TİME... 

Another vvay to deal vvith incredibly hard tasks is to 
take your time and vvork at it over a longer period. 
The Gamemaster determines hovv Long it is golng to 
take for the character to complete the task. At the 
end of that time, make the roll as normal to see if 
you succeed. İf the character spends longer than 
necessary on a task, taking their time and being 
extra careful, they are more likely to succeed. Taking 
tvvice as long adds a 42 bonus to the rolİ, three times 
as long adds 44, and so on up to a maximum bonus 
Of 4.10. 
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Example: The Doctor is experimenting vvith a mix of 
chemicals thatvvill hopefuliy eat through Datekanium 
in a very short time. The Gamemaster, Peter, knovvs 
the Doctor is brilliant, but its golng to take a vvhile 
to get this right. Peter says “İt s going to take at 
least an hour of mixing and trying formulas before 
you come close to a solution.” The Doctor S player, 
denna, isn t in a rush, and this is vital to the success 
of the players. She decides to spend tvvo hours on the 
experiment and gaıns a 42 bonus on his İngenuliy 4 
Science roll at the end of this time. 


The opposite can be said if the character is rushing 
something. Trying to do things quickly can result in 
fumbling handsl Halving the time it vvould normally 
take to do something means the roll receives a -2 
penaliy, and so on, fust like taking extra time. 


69 CONFLICT: CÜNTESTED RÜLLS 


Rolling dice and adding some numbers together to 
beat a set Difficulty is all vvell and good, but vvhat 
if you re actively opposing someone or something 
else? Luckily, this is /ust as easy as a normal task, 
only the Difficulty is determined by the opponent as 
they try to stop vvhatever you re doing. 


Most of the time, Conflicts are betvveen the players” 
characters and antagonists controlled by the 
Gamemaster, so the Gamemaster vvill state vvhat the 
bad guys are trying to do and make a roll on behalf 
of them first - this vvill be vvhat the characters vvill 
have to try to beat, iust like the Difficulty of a normal 


task. İn effect, they are setting the Difficulty of the 
player”s roll by making things difficult to succeed 
against them. 


Don t vvorry if this sounds confusing, vve”tl take you 
through hovv it vvorks stage by stage. 


İNTENT 

This vvorks fust as before. The player says vvhat they 
vvant to do, and the Gamemaster determines vvhat 
the Non-Player Character is doing to prevent it - 
looming to attack, opening fire, dodging, and so on. 


VVHAT ARE YÜU USINü? 

Next, see vvhich Attribute “ Skill you”re using to do 
vvhat you re intending, and if any traits are relevant. 
Both sides vvork out vvhat they need to rolİ, relating 
to their planned action. This is done in iust the same 
vvay as any other task. 


RULL THE DİCE 

dust as before, the Gamemaster adds the Attribute 
4 Skill (as vvell as taking any traits into account) to 
the dice roll, determining hovv vvetl the antagonists 
do. The player does the same and informs the 
Gamemaster vvhat the result is. The Gamemaster 
uses the antagonist/s result as the Difficulty for 
the player”s rolls, and vvorks out if the player is 
successful or not. İf the player fails, then evil prevails 
and the antagonists take their action. If the player 
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succeeds, their intended actions go ahead - and they 
agree vvith the Gamemaster vvhat exactly happened. 


This is hovv it is done for any Conflict, from fighting 
to arguing, everything vvorks in exactly the same 
vvay. 


Example: Clara and the Doctor are exploring a 
strange mansion, rumoured to be haunted, in true 
horror-movlie style, they split up. İnvestigating the 
strange banging in the basement, Clara finds the 
cause of the haunting - there are coffins full of 
V/hisper Men, controlled by the Great İntelligencel 
She tries to back quletly out but is spotted by a 
V/hisper Man vvho has /ust appeared out of thin air 
behind herl The Gamemaster, Peter, asks Clara s 
player, Samuel, vvhat Clara is golng to do. 


Samuet knovvs that the Doctor is upstairs and vvill 
be able to rescue her if she can delay the V/hisper 
Man long enough. Samuel decides to attempt to 
persuade the VVhisper Man to stop it from attackıng, 
to tell it that its master might prefer her alive. Peter 
thinks this sounds good, and says the VVhisper Man 
is intending to seize Clara and stop her heart. 


Samuel checks his character sheet, and Peter looks 
up the VVhisper Man s attributes and skills. They 
add the necessary attributes and skills together - in 
Clara s case it vvill be her Presence 2 Convince to tell 
the V/hisper Man to let her live. 


Peter looks up the VVhisper Man 5 Coordination 4 
Fighting skills to see vvhat he needs to roll. Even 
though it may be talked dovvn, the V/hisper Man 
still uses the Attribute z Skill it vvould use if it had 
no resistance. 


The VVhisper Man looms, and Clara tries to stop 
it from killing her. Both Samuel and Peter roll 
their dice, and add their respective attribute and 
skilis, taking into account any traits. Samuel has 

a higher result, but only fust. Samuel decides the 
outcome of the conflict and determines that the 
V/hisper Man doesn ft attack. Hovvever, the result 
vvas only a "Yes, But” so Samuel decides that the 
V/hisper Man takes Clara prisoner to take to the 
Great İntelligence. She s alive, but held captivel She 
needs to keep an eye out for another opportunity to 
escape. 


CÜMPLICATI0NS 

İfyou vvish to add more realism or detailinto a Conflict, 
certain environmental factors can be taken into 
account. İf the task at hand is tricky or complicated, 


or there are conditions such as rain, darkness or 
the character is hurried, the Gamemaster can have 
a look at the examples provided belovv and apply 
a modifier that seems suitable. These are fust a 
guideline, and Gamemasters should feel free to 
modify the rolls as they see fit, though it makes for a 
speedier and smoother game if these modifiers are 
used sparingly. 


Of course, modifiers should be taken into account in 
a Conflict only if one side alone is affected by it. İf 
both are affected equally (for example, the room is 
in complete darkness and nelther side has a light or 
nightvision gogglesl, you don”t need to vvorry about 
this sort of thing. 


Characters have an element of surprise, 
a clear-cut advantage or the opposition is 
distracted or confused. 


Poor lighting, in a mild hurry, target 
more than 2Üm avvay 


Bad lighting (dark, no moonlight or 
streetlight) and opponent can see in the 
dark, panicked, trying to do three things 
at once. Trying to shoot at a specific part 
of the target (head, hand, vvheel, etc.) 


Fighting in pitch darkness against an 
opponent vvho can see, or shooting a 
target that is out of sight, resisting vvhen 
only fust vvaking up. 


MULTIPLE ÜPPUNENTS 

Often in Conflicts, there vvill be more than one 
adversary actively opposing the characters. 
İnstead of rolling for each individual opponent, the 
Gamemaster may use the Cooperation rules İsee 
pg.76) for the adversaries to keep things running 
quickly. 


The Gamemaster should choose one of the 
adversaries to function as the leader for the 
group, such as the Cyberleader or Sontaran 
General, The leader makes the main roll against 
the characters, gaining a 42 bonus to the roll for 
each of their "troops” vvith the appropriate skill, İn 
"ranged” combat, vvhere people are shooting at each 
other, there are fevver limitations to hovv many can 
shoot at a single target, so the four maximum may 
be disregarded in some conflicts. VVith very large 
groups of opponents, these modifiers make things 
very difficult for the characters. No character should 
try to face off against multiple Daleks or Sontarans 
vvithout something serious up their sleeves. 


For large conflicts, the Gamemaster can split the 
enemy forces into equal, manageable “chunks”. 
İn such a case, the opponents should be split into 


DÜCTÜR VVHÜU RULEPLAYIN6G GAME 


an equal number of groups to the characters. For 
example, a vvhole squad of Sontarans faces off 
against the Doctor, Clara and Danny. The squad is 10 
Sontarans, so the Gamemaster splits the enemy into 
three groups, 3 against Clara, 3 against Danny and 4 
Sontarans against the Doctor. 


Each group vvould be given a “Leader” temporarily İif 
there isn”t already a leader in the group as a vvholel. 
Larger scale conflicts like this are covered in more 
detail iin Defending The Earth: The UNIT Sourcebook. 


Example: The Doctor and Clara are onboard the 
spaceship Aristotle, talking to Colonel Morgan 


Blue in advance of an attack by the Combined Army 
Resistance on a Dalek outpost. The Doctor has to 
convince the Colonel to catl off the attack - it has to 
be a trapl Colonel Blue s right-hand man, Lieutenant 
North, vvho is secretiy a Dalek puppet, argues that 
the outpost must be seizedl1 


The Doctor tries to use his Presence “ Convince 
on Colonel Blue, and the Colonel uses his Resolve 
xConvince to argue back, determined that the 
Combined Army Resistance must prevail. The Doctor 
is a very talkative and persuasive person, but Colonel 
Blue also has Lieutenant North talking into his ear 
at the same time, vvarning him that the last time 
the Doctor appeared they neariy lost the ship - and 
the vvar1 North s Convince is called into play as vvell, 
adding to Colonel Blue s roll. 


Dice are rolled, using Colonel Blue s result to 
determine the Difficulty for the Doctor s roll. The 
Doctor gets a Failure - Colonel Blue isn t golng to be 
convinced not to launch the attack, BUT he heeds the 
Doctor $ vvarning that it might be a trap and instructs 
his troops to be on their guard. 
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The Doctor may have failed but it vvasn t a complete 
disaster. Novv, he fust needs to get into the Dalek 
outpost himself to try to foil vvhatever it is the Daleks 
have planned1 


69 EXTENDED CÜNFLICT 


Resolving smatler tasks vvith fust one dice rotl is all 
vvelL and good, but if the situation is more intense 
or involved, such as a chase or fight scene, you may 
vvish to break the action dovvn into a series of rolls. 
Not only does this add tension, but it also allovvs 
everyone to create more involved and exciting action 
scenes as the tables can turn quickly vvith a good or 
bad rolL 


SETTİNü THE SLENE 

First, the Gamemaster “sets the scene” for the 
players, describing the location as best they can so 
everyone knovvs vvhere their characters physically 
are. İf they have maps prepared, the Gamemaster 
can reveal these to the players, or dravv a rough 
diagram so everyone can get a feel for the place. 
İUs not essential, fust as long as everyone knovvs 
vvhere they are, vvhat it looks like and any important 
environmentaL conditions lis it raining, misty, dark, 
slippery or freezing cold?1. 


Example: /enny has been taken prisoner by the 
Cybermen. They ve dragged her unconscious body 
back tovvards the processing centre, and the Doctor 
and Madame Vastra are giving chase. They follov/ 
the Cybermen from a distance, vvatching them enter 
the building. They sneak in through the doors and 
look around. İt s here that the Gamemaster sets the 
scene. 


The Gamemaster says, "You enter the processing 
centre. Spravvled around you is a mass of dark and 
steaming machinery, vvhirring avvay, and you can 
hear the distant crtes of people belng converted into 
yet more of the metal men. İts relatively dark, lov/- 
level spotlights are dotted around the corridors that 
squeeze betvveen the machines. As doors open and 
close, amber and red vvarning tights flash, and sirens 
alert you to another batch of unsuitable candidates 
being incinerated. 


The steam of the machinery makes the place hot and 
sticky, but nothing can disgulse the horror of vvhat 
this place is for. About 100 metres ahead of you, you 
can see denny befng dragged along by tvvo Cybermen. 
As you notitce her, you see her regain consciousness 
and start to struggle.” 


The Gamemaster has set the scene, given a feel for 
the location and vvhat is golng on, and the tone of the 
encounter to come. The players can novv decide vvhat 
they re planning to do. 


AUTIUN RUUNDS 

Once the Gamemaster has set the scene, the events 
in an Extended Conflict are broken dovvn into action 
rounds. Basicaliy this means that everyone gets a 
turn, and by the end of an action round you”ll have 
gone "round the table and everyone vvill have had 
their go. You can try to do more than one action in a 
round, but thats harder than it sounds. VVe”ll cover 
that a Little later. First thing to do is to decide vvhat 
everyone”s planning on doing for that round. 


İNTENT 

dust as in the normal Conflict, players decide vvhat 
they vvill try to do. They may discuss their plan 
amongst themselves in detail, or it could be as 
simple as running vvhile shouting, “You go that vvay, 
PILcut them offl” The Gamemaster decides vvhat the 
adversarites vvill do in this round, and in vvhat order 
things occur. 


VVHÜ BDOES FİRST? 

Novv you knovv vvhat everyone vvants to do on both 
sides, the big question is vvho gets to go first and vvho 
does vvhat? Each character can only take one action 
at a time, and they ”(l get to act in the order belovv, 
vvhich depends on the type of action they take. 


Talkers: “No, no, no... vvaitl” Talking, or shouting, 
has proved to be very important in the Doctor”s 
adventures, vvords being far more povverful (and 
usually quicker to use) than vveapons. The place can 
be exploding or you could be held at gunpoint, but 
before anyone starts shooting or tying you up, you get 
to say your piece. 


Movers: “VVhen 1 say run, runl RUNI” Running is 
a frequent option, and often vvhen facing an alien 
threat people start a round running. They could be 
running avvay from something or fust running into 
the location, but they re on the move so they get to go 
next. Even if you re sneaking into the secret base as 
quletly as possible, trying to avoid security cameras, 
you re moving from one place to the next, so you re 
next in the pecking order. 


Doers: “İve iust got to reverse the polarity of this 
circult, and vve”ll be finel” lt can be as intricate as 
revviring a circuit, or it could be as simple as opening 
a door. İf you re not running or talking to the enemy, 
you re probably planning on doing something that ll 
help the situation. 


Fighters: “Open Firel ALL VVeaponsl” Finally, the 
people vvho choose to fight or shoot take their turn. 


The Gamemaster goes through this list in order, 
and the players and villains take their turn vvhen 
is their part of the action round. For example, 
the Gamemaster roughly knovvs vvhat the players 
have planned, so starts from the top. “OK, any 
characters vvant to do any Talking this round?” Any 
players intending on shouting at the villains to try to 
stop them hold up their hands. After those players 
have gone, the Gamemaster calls for the next Lot: 
“Novv that/s done, anyone planning on fust running 
around?” And so on. 


UHARALTERS RULL AND 
PERFORM THEIR ACTI0NS 


VVhen it”s their turn to go in the action round, its 
time for the characters to do their thing. İn many 
cases, their opponent vvill resist the intended 
action in some vvay, vvhether this is arguing, 
bluffing, punching, shooting or trying to mentally 
control someone. Other times it vvill be a simple 
roll against the Difficulty of their action, if they 
are dolng something vvith no resistance, such as 
running, fixing a computer, defusing a bomb or if 
the target is completely unavvare of the first attack. 
İf someone resists the character”s actions, there 
vvill be a “Reaction” to determine hovv hard it is for 
the player to act. 
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REAGTIDNS - RESISTİINü THE RÜLL 

During a Conflict, the character vvill vvant to defend 
themselves from an adversary”s action. VVhether 
this is parrying a svvord, dodging Dalek vveapon fire 
or countering an argument to stop a vvar committee 
from making a terrible mistake, these defending 
actions are Reactions. 


This vvorks in the same vvay as any other Contested 
RolLl(see pg.771.The character declares their intended 
action, and the character they are “attacking” has a 
chance to make a Reaction. The defending character 
makes their Reaction first, setting the Difficulty for 
the attacker, iust like a normal roll, Reactions should 
only be allovved, hovvever, if the character is avvare of 
the opponent/s impending action. 


The sidebar suggests some sample actions and 
reactions. These represent only a small sample of 
possible combinations, and depending upon the 
circumstances entirely different skills and attributes 
may come into play. 


Arguing Resolve 4 Convince 
Seduce 


Bravvling 


Resolve - İngenulty 
Coordination z-- Fighting (dodge) 
or Strength -- Fighting (block) 
Avvareness z Coordination 
(dive for cover) 

Avvareness - Subterfuge 


Gunfire 


Sneaking 


MAHINü MÜPE THAN ÜNE 

AUTİÜN IN A RUUND 

You only get one action in a round, vvhether its 
running, talking, doing or fighting, but that doesn”t 
mean that you vvon t be targeted by more than one 
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Conflict. Resisting is technicaliy a Reaction, but you 
can”t do more than one thing at a time vvithout things 
getting difficult. You get your action as normal, but 
every other different action you take in the sequence, 
such as shooting or shouting, receives a -2 penaliy. 
This penalty is cumulative as vvell, so each additional 
action after that gets another -2 on topl 


Example: On a heist vvith the Doctor, Psi is running 
avvay from a Dalek apparently unimpressed by his 
theft of the saucer S data-vault. He s hoping to hack 
into the saucer s computer vvith his mind to close 
a bulkhead behind him. His first action is golng be 
hacking into the computer as thats a Doing" He 
rolls as normal. Hovvever, he s getting shot at by the 
Dalek. İt fires, and Psi dives out of the vvay, but as 
he s already acted this round, this Reaction recelves 
a -2 penaliy. İf Psi vvants to do anything else it”ll be 
at a -4 penaliy. 


You can voluntarily do more than one thing in a 
Round, but again, every action after the first is at a 
cumulative -2 to the rolL 


Reacting vvorks a Little differently. 


MAHINü MÜPRE THAN ÜNE 
REALCTION IN A ROUND 


You can make more than one Reaction roll in a round, 
but in many cases you dor”t actually need to. Once 
you re leaping around and dodging, you”re harder 
to hit for everyone vvho”s shooting at you - you don”t 
need to try to dodge every single shot. İf you have to 
react in a round, roll as normal İvvith any necessary 
penalties for vvhen you make the roll). That Reaction 
roll counts for every similar attempt against you in 
that round. 


Lets say the Doctor is being shot at by three 
Silurlans vvhile hes trying to adiust the settings on 
his Sonic Screvvdriver to knock out their guns. The 
“Doing” comes first, so setting the Sonic Screvvdriver 
is rolled as normal. Then comes the fighting. The 
Doctor”s Sonic Screvvdriver isn”t going to be ready 
to use until next round so the three Silurians open 
fire. He”s golng to dodge, fumping for cover. The 
Doctor”s already acted this time (adiusting the Sonic 
Screvvdriver) so his dodging is at -2. He only needs to 
roll once, and that result sets the target for all three 
of the Silurians trying to hit him. 


İf the Silurlan”s leader vvas trying to command him 
to surrender earlier in the round, Talkers” come 
first, so he vvould resist that before trying to adiust 
the Sonic Screvvdriver. His resistance against being 


talked into surrendering vvould be rolled as normal 
(and vvould count against any other attempts to 
talk him out of vvhat he”s doingl. Setting the Sonic 
Serevvdriver vvould be next in the round, vvith a -2 
penality. Then the dodge against all three shots vvould 
be rolled at -4. 


Using the same roll for multiple resistances only 
vvorks vvith Reactions, not vvith actions. 


MTTIRATIN€ CIRCUMSTANUES 


As vvith any of these rules, there can be times 
vvhen the Gamemaster may have to decide 
the actual events. For example, if you start 
an action round vvhile you”re already running, 
the Gamemaster may svvap the order of the 


Talkers and the Movers. They”re already 
running, so the Talkers aren t golng to get 
much ofa chance to shout at you as you breeze 
past them. The Gamemaster vvill decide if 
special circumstances mean that characters 
go in a different order. 


UHANuINüu YDUR MİND? 


İf a player decides that they vvant to perform 
an action belonging to an earlier phase, and 
have not acted yet, they can iump in straight 
avvay. This is usually because they may have 
had something planned for the round, but it 
vvas resolved before they had an opportunity 
to act, 


Example: Kate Stevvart is plannıng to shoot at 
a Vitrus the Cruel, an alien bounty hunter, but 
Virtus acted earlier, activating his forcefteld. 
Kate knovvs that shooting at the forcefield is 
golng to be porntless as her gun vvill have little 
effect. She changes her mind, and decides to 
run for help - hovvever the Movers phase has 
already passedl1 


Kate s player, Tom, fumps in and declares 
vhat he vvants to do, and the Camemaster, 
Peter, lets Kate run for assistance before any 
further Dofng or Fighting actions take place. 
The Gamemaster may appiy a -2 penaliy to 
any actıons like this if they requifre a roll to 
reflect the character changing their mind at 
the last minute and belng unprepared. 


ALTIN6 SIMULTANEOUSLY 


VVhat if tvvo people are trying to do the same 
thing at the same time? İf tvvo or more 
people are intending to Fight or to Run then 
the characters go in order of the highest 


attribute used. For example, if tvvo people plan 
on shooting at each other, the one vvith the 
highest Coordination goes first. İf they both 
have the same level attribute, then the highest 
skill goes first. İf they are alike in every vvay, 
their actions are simultaneousl 


EXTENDED (CUNFLICT 
SUMMARY 


Sound too complicated? Don t vvorry, fust take 
it one stage at a time: 


1) Establish the Scene 
VVhere is everyone and vvhat is the 
environment like? 

2) Establish Intent 
VVhat is everyone planning to do? VVhat 
are the NPCs planning to do? 

3) Take Actions 
Everyone gets their action (including the 
NPCSsl in order of vvhat they re planning 


to do: 


Talkers - any people vvho are lust golng 
to speak, they go first. 
Movers - people vvho are moving or 
running, they go next. 
Doers - non-combat actions, such as 
fixing somethinq, or doing something. 
Fighters - finaliy, the combat actions go 
last. 
Actions directed at another character or 
NPC can be resisted vvith a Reaction as 
they occur. 

A) Do it all again 
İf the Conflict hasn”t been resolved, 
go back to Step 2 and decide vvhat 
everyone intends to do next. 


Dü TT ALL AGA... 

VVhen everyone has had their action, and you ve 
vvorked your vvay through the talkers, movers, doers 
and fighters, you can start the process again. Return 
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to the Establish İntent phase vvhen you re discussing 
vvhat your characters are all going to do - then run 
through another action round. This continues until 
the Conflict is resolved and you progress on to the 
rest of the adventure. 


A problem vvith breaking Conflicts into shorter 
rounds, especially combat, is that players 
can sometimes get stuck in a rut, repeating 
the same action over and over again. Besides 
being a colossal bore storyvvise, any intelligent 
enemy vvilLl eventually figure a vvay to counter 
such predictable tactics. 


İf the players have used the same tactic or 
action against the enemy for three rounds in 
a single scene, the Gamemaster should start 
giving the enemy a cumulative 41 bonus to 
resist for that and every additional round that 
the characters uses the same tactic or action 


again fto a maximum equal to the enemy”s 
İngenuityl. 


Example: The Doctor is holding the Daleks at 
bay vvith a biscuit by Convincing them that it 
is a TARDIS self-destruct. The third time he 
does this, they get a 41 to resist his Convince 
attempts, and an additional “1 for every round 
after that fup to 44, vvhich is equal to their 
Ingenuity) until the Strategist Dalek sees past 
the ruse. 


"Alright, its a Vammy Dodgerl But 1 vvas 
promised teal” 


LOSIN6 A CÜNFLİCT 

Losing can mean many things depending upon vvhat 
sort of Conflict our heroes vvere engaged in. Physical 
conflicts, such as fighting or combat, vvill result in 
physical infury or even death. Mental Conflicts, 
such as a battle of vvills or attempts at mind 
control, may result in losing control of their actions, 
unconsciousness or on rare occasions, death. Social 
Conflicts can result in losing prestige, respect or 
even the trust of others. 


İn many cases, losing a Conflict vvill result in the 
temporary reduction of one or more ofthe character”s 
attributes. The Gamemaster vvill discuss this vvith 
the players to determine exactly vvhat happens and 
vvhat the outcome of the Conflict is, allovving you to 
make a failure interesting to heighten the action of 
the adventure. 
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Hovv severe this reduction is, or even the very survival 
of your character, vvill depend upon the strategic 
expenditure of Story Points, and hovv badly your 
character Lost in the Conflict. İn most cases, you”ll 
need to see hovv badly you vvere defeated, vvhether 
this is a Failure, a Bad or, even vvorse, a Disastrous 
result. 


VVe”tl go through the various types of Conflict belovv 
and discuss hovv to handle losing. 


MAHINü LUSIN€ EXUİTİNƏ 

Of course, failing isn”t alvvays bad. İt can, vvith some 
imagination, actually make things more exciting and 
the game more interesting. Failures vvill stili mean 
that you lose a Conflict, but it doesn t mean that 
you canr”t make this a cool part of the story. Making 
it more dramatic and exciting makes the adventure 
more interesting for everyone, and the Gamemaster 
vvilL revvard players vvho go vvith their dovvnturn in 
fortune by avvarding the character Story Points for 
keeping things running smoothiy. 


Losing can be really cool for the story as vvellL, After 
all, hovv many great stories come from something 
going vvrong at the beginning of an adventure, then 
spending the rest of the story trying to right the 
mistake? VVhether this is getting captured by villains, 
or setting in motion a chain of disastrous events that 
need fixing, it all makes for a great story. 


İf a player is running lovv on Story Points, and if the 
Gamemaster agrees, the player can opt to adiust 
a successful roll to a Failure (or vvorse) to advance 
the plot (İust the reverse of spending Story Points 
to improve a roll), making things more interesting, 
and giving the player some Story Points that they can 
save for the adventure”s climactic finale. Of course, 
the Gamemaster has the final say on all of this, 
and gaining Story Points in this vvay should be done 
sparingly and vvhen the adventure allovvs. 


Example: Danny Pink has managed to escape the 
Skovox Blitzer, tosing it in a derelict factory. He vvas 
hoping to lead it into the Doctor $ trap, but his escape 
route is blocked and he s out of Story Pofnts. There s 
no signal here, so he has no vvay of communicating 
vvith the Doctor or Clara and is unsure vvhere they 
are. His player, İngrid, rolİs to sneak past the Blützer 
and succeeds, but instead of vvandering around 
aimlessiy, decides to reduce the result to a Fallure. 
This moves the plot along by alerting the Skovox 
Blitzer to Dannys presence, but it still gives him 
time to get out of the vvay of its vveapons fire. The 
Gamemaster, Peter, revvards İngrid vvith a Story 
Point for reducing her success to a Fallure, and then 
vvorks a nevv event into the story. As he s leaning by a 
vvall, catching his breath, Danny knocks over a pile of 
rusty pipes, alerting the Skovox Blitzer. He has time 
to make a run for it, but the sound also attracts the 
Doctor s attention, vvhos still preparing his trap - 
time to put it into action1 


69 LOSINü A PHYSİCAL CÜNFLİCT 


İUs bound to happen sometime., The universe is a 
dangerous place and people get hurt. VVhether this is 
ust tripping over vvhen being chased by robotic Yeti, 
to getting shot by a Cyberman s particle gun, getting 
hurt isn”t fun and doesn”t do your character any good. 
Most of the time, such iniuries can be prevented vvith 
the careful expenditure of Story Points. See, vve told 
you they"d be usefull (See pg.102 for more on Story 
Pointsl. 


Sometimes the iniury is so small that there"s no 
heavy papervvork involved. The Gamemaster may flust 
remember the iniury and say that the character may 
be vvalking slovver due to that tvvisted ankle, or that 
they can t reach that item on the top shelf because of 
the pain in their arm. 


İf infuries are severe enough, you may find that one 
or more of the character”s attributes are reduced. 
VVhich attribute is dovvn to the actual source of in/ury. 
İt should be Logical to the story and to the event - 
for example, falling a distance and failing to land 
safely may result in a loss of Coordination from a leg 
infury or possibly Strength. Getting shot could mean 
you”d Lose Strength, Coordination İif its in a limb), or 
Resolve. İn most cases, the Gamemaster vvill dictate 
vvhich attributes are affected. 


Most sources of iniury vvill have a number or a 
letter next to it to indicate the damage the character 
vvilL take from it. These are explained in the handy 
sidebar belovv. 


LEVELS 0F INVURY 

ALI sources of iniury, vvhether they are vveapons, 
falls, polsons or vvorse, have a value attached to 
them. This is usually a number, or in some cases the 
letter “S” or “L”. 


Numerical Values 

Most sources of in/ury vvill have a number next to 
them. This indicates hovv many levels of damage 
the character vvill suffer, and hovv many levels 
attributes vvill be reduced due to the iniury. The 
Gamemaster vvill discuss vvith the player vvhich 
attribute is most suitable for the iniury and vvorks 
best vvith the story. 


Getting hit by an arrovv vvill deplete physical 
attributes, vvhereas being hypnotised or drugged 
vvill lovver mental attributes. VVe”ll cover the various 
sources of iniury later and give you guidelines for 
hovv this vvorks. 
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Most numerical damages are presented in the 
follovving format: N/N/N. This represents the normal 
value for the damage, as vvell as the halved (rounded 
dovvn) value, and the 1.5 times value İrounded dovvnl. 
For example, a vveapon vvith a value of 3/6/9 vvould 
normally do 6 levels of damage for a Good Resul (to 
hit, or a Bad Result vvhen trying to avoid getting hitl, 
but vvould only do 3 levels of damage for a Success 
Result, or a dangerous 9? levels of damage for a 
Fantastic Result. 


The bold number in the middle is the Good/Bad 
result and is considered the average amount of 
damage taken, vvhile the Fantastic/Disastrous result 
represents an extremely damaging outcome. The 
lovver Success/Failure level represents a graze or a 
Lucky break that reduces the damage. 


S (Stun) 
“S” stands for Stun and means 
that the target has been knocked 
unconscious. If the Gamemaster 
allovvs, they may be able to perform 
one last heroic act before falling 
unconscious, such as shouting 
a vvarning on the radio, pressing 
the button that opens the doors 
or something else that is quick 
and simple. Hovv long they are 
unconscious vvill depend upon 
hovv badly they ve failed. A 
normaLStun lasts for around 
30 minutes (15 minutes for 
a Failure, 45 minutes for 
a Disastrous Result). The 
Gamemaster may change these 
times to suit the source of the 
stun, or vvhatever best fits the 
story. Besides being stunned, 
the poor victim is unharmed 
and vvill eventualiy vvake up 
vvith a headache or feeling a 
little nauseous. 


L (Lethal) 
Dalek death-rays, Cybermen 
particle cannons or 2udoon 
blasters, they all have one 
thing in common: fust one 
zap and it/s disintegration 
in a red flash or glovving 
blue skeleton time. 
VVeapons flagged as 
Lethal are fust that. 
You shouldn”t go face 

to face vvith a Dalek. 
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On a Success/Failure, the Lethal vveapon didn”t hit 
fully and the targetvvillsustain some damage lusually 
4 (evels). On a Good/Bad or higher result, the damage 
is Lethal and only the expenditure of Story Points vvitl 
allovv their survival, İf the character is out of Story 
Points, it could mean their demise - the Gamemaster 
vvill discuss this vvith the player to ensure a suitably 
dramatic and epic end to the character, but players 
should Look at Dying or Leaving the TARDIS on pg.?7. 
Lethal vveapons, if used against massive targets 
such as dinosaurs, vehicles or buildings, have the 
equivalent of inflicting 4/8/12 levels of damage. 


69 SÜURCES ÜF PHYSICAL İNVURY 


Besides the usual perils ofthe environmentlfire, cold, 
vacuum and falling, see pg.?2), the most common 
form of iniury in the universe is, unfortunately, 
violence. But hovv much does something hurt vvhen 
you ve been hit? 


FTAEHTINüG DAMAGE 

VVhen it comes to close, physical combat, its allabout 
hovv strong you are. Getting hit by Amy is certainly 
going to hurt, but not as much as being punched by 
a dudoon Trooper. Basically, the damage for a punch 


or kick is the character”s Strength attribute. İf the 
character has a Strength of 3, they vvill do 3 points 
of damage on a Good Rotl (and 1 on a Success and 4 
on a Fantasticl. If they have a Strength of 5, they do 
5 points of damage on a Good result (2 on a Success 
and 7 on a Fantasticl. If they are using a vveapon, the 
damage is increased depending upon vvhat sort of 
vveapon it is that they re svvinging around. Follovv this 
simple checklist, and for every yes” add 42 to your 
character”s Strength. 


İs it sharp? Does it have a cutting edge, sharp points 
or something equally nasty designed to puncture or 
slash the target? 


İs it heavy? Does the average person need tvvo hands 
to lift it? 


İs it dangerous? Does it do damage vvith iust a touch, 
like a Sycorax vvhip, a laser svvord or a chainsavv? 


For every one of these, add 42 to the Strength of 
the character vvhen vvorking out damage. So if 
is something like a svvord, the damage is your 
character”s Strength 42. İf ifs a big svvord, like the 
Sycorax”s, and you really need to use it tvvo-handed 
then its both heavy and sharp so its Strength 44. 


VVHERE DÜES TT HURT? 


The Gamemaster usualily determines vvhich attribute is affected, according to the source of the iniury. 
İf iUs a severe iniury, the Gamemaster may appiy all of the damage to a single attribute, effectively 
stopping the character from using that attribute until they can get medical attention. A less severe iniury 
may take a little off multiple attributes. 


For example, if the character is shotin the leg vvith an arrovv, taking 3 levels of damage, the Gamemaster 
may decide that a point should be removed from the character”s Strength, due to their nevvly vveakened 
state. They should also Lose a point from Coordination as they re less able to move around, and finally a 
point should be removed from Resolve as the iniury vvill reduce their drive and determination. 
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VVith a little imagination, an iniury can Lead to great story effects and plot developments. 


İmagine vvhere the character has been iniured and then think of hovv this iniury vvould affect them. İf you 
need to determine the location randomly, roLl tvvo dice and use the table belovv. 


Roll 
2-4 
5-8 
9-10 
iiz 


Attribute Reduced 

Coordination, Resolve, Strength 

Resolve, Strength 

Coordination, Resolve, Strength 

Avvareness, Coordination, İngenuity, Presence, Resolve 


Location 
Leg 
Body 
Arm 
Head 
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İf the location doesn”t suit, or if the area hit is behind cover, you can either roll again, or decide that the 
cover absorbs the damage. 


İf iUs something really nasty like a chainsavv, its 
sharp, dangerous, and heavy, so it gets the full 6 to 
the Strength. 


İf you”re throvving a vveapon (such as a knife or rock) 
at someone this also applies. The stronger you are, 
the more force you can put behind the throvv dolng 
more damage. 5o a throvvn rock vvould do damage 
equal to the character”s Strength, a throvvn knife 
vvould add 42 to that for being sharp. 


İf the propelled obiect is being throvvn by something 
else, such as a catapult, or gunpovvder, then its a 
vvhole different matter, and you”ll be looking at 
Marksman Damage fer shooting things. 


HNUCFOUTI 


Often, bravvling damage isn t designed to do 
serious damage in a fight. Most of the time the 
character fust vvants to knock an enemy out 
for a little vvhile so they can get avvay or get 
past them. 


VVhen hitting someone vvith fists or other non- 
sharp or dangerous vveapons, the damage 
vvilL reduce the targets Resolve only. VVhen it 
reaches zero, the target is Stunned. Damage 
taken during the course of being knocked out 
İs removed vvhen the character vvakes, though 
they may have a headache and a fevv bad 
bruises to remind them of the encounter. 


İf the Gamemaster decides that the damage 
taken like this is too severe (5 points or morel, 
not all of the damage vvill be recovered. For 


every 5 points of damage taken, only 4 points 
should be recovered vvhen they vvake from 
being Stunned. 
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MARHSMAN DAMAGE 

Shooting something is a different case. İt”s not about 
hovv strong you are - its about hovv accurately you 
can shoot, and the type of ammunition used. İn most 
cases, a bullet or a laser vvill do the same amount 
of damage if it hits, no matter vvho fires it. The table 
presents some of the most common vveapons and 
their normal (Good/Bad) damages. 


MARHSMAN DAMAdqE 


S/6/F 
(1/3/4) 
(2/4/6) 
(2/4/6) 
(2/5/7) 
(3/6/9) 
(3/7/10) 
(3/6/9)“ 
(3/7/10) “ 
(4/8/12) 
(4/L/L) 
(4/L/L) 
(4/L/L) 
(4/L/L) 
(4/L/L) 


VVeapon 

Arrovv: 
Crossbovv Bolt: 
Flintlock Pistol: 
Pistol (?mml: 
VVVVII Rifle: 
Shotgun: 
Assault Rifle: 
Machine Gun: 
Sniper Rifle: 
Laser Pistol: 
Laser Rifle: 
Eyberman Particle Gun: 
Dalek Ray: 
dudoon Blaster: 


co 
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“ Damages assume a short burst of 1-3 bullets 
ata time. İn most cases, firing a fully automatic 
vveapon on full auto rarely hits anything - itli 
probably hit vvith those 1-3 bullets, the rest 
vvill spray the surroundings and shoot up the 
scenery. 
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CÜMBAT 

İn the Doctor”s adventures things are rarely resolved 
vvith gunfire. VVhile the villains may resort to 
firepovver, the Doctor and his companions almost 
never take up arms. İt doesn t stop more militaristic 
agencies such as UNİT or Torchvvood thougqh. İUs 
unlikely that you”lI have many fights per adventure, 
but sometimes you have to fight fire vvith fire. 


Luckily, combat runs the same as any other conflict, 
and isn”t iust about shooting at each other. dust 
because the aliens are pointing guns at you doesn”t 
mean you have to polnt a gun back. The Doctor uses 
his greatest vveapons - his brains and his mouth 
because he”s smart and he can certainiy talkl 


GUNS ARE BAD 

VVe”re not going to preach to you about hovv bad guns 
are, its a simple fact that guns are dangerous, guns 
kilLand güns shouldn t be pointed at someone lightly. 
Guns vvill come into play and “combat” vvill crop up 
frequently, but the Doctor hardly ever İvve vvon”t say 
never, as he has once or tvvice in his 2000 years) aims 
a gun at his foes. 


Guns and other vveapons should be treated lust as 
they are in real life - as something to be feared and 
regarded vvith care. Actual gunfire is incredibly loud 
and terrifying. Getting hit is not like they portray in 
those action movies - it is likely to result in a lot of 


blood, passing out, going into shock or vvorse. You”re 
not going to be able to take a bullet hit like a Cyberman. 
The bad guys vvill frequently resort to guns and 
viotence, but there are many vvays to stop them 
from pulling the trigger, and plenty of things your 
character can do if you re not used to handling guns. 


Plan Ahead: The best vvay to avoid a getting into a 
gunfight is to make sure the situation doesn t come 
to shooting. Simply avoid the fight. There are many 
vvays of doing this, especially if your character isn”t 
a gun loving soldier. İf you re a scientist or good vvith 
technology, you could come up vvith a great vvay to 
make the enemy”s vveaponry ineffective. Remember 
vvhen the Doctor boarded the Dalek Emperor”s ship 
to rescue Rose? VValking around a Dalek ship is golng 
to get you killed. Knovving vvhat they vvere up against, 
Captain ack modified the Slitheen tribophysical 
vvaveform macroe-kinetic extrapolator to create a 
forcefield that surrounded the TARDIS allovving the 
Doctor to talk to the Daleks vvithout vvorrying about 
being exterminated before he could speak. You could 
create a gadget to lam frequencies, to temporarily 
blind the opponent or something similar. 


Hide and Sneak: Another vvay to avold conflict is to not 
be seen. There"s nothing qulte as exciting as sneaking 
around an alien installation trying not to be discovered. 
İUs tense, and provides great dramatic opportunities 
as you sneak from room to room, avolding the patrols, 
sensor arrays and guards. Knovving that you have to 


ə 


go into a heavily fortified location doesn t mean you 
have to tool up” and go in all guns blazing vvith a team 
of UNİT commandos at your side. That-s not vvhat the 
Doctor vvould do. İt doesn t mean you can do this, 
hovvever it may be safer to find a vvay to sneak in, get 
vvhat you need, and try to sneak out before you are 
discovered rather than risk casualties on both sides 
from a frontal attack. 


Talking Dovvn: “Hold it. Before you shoot, before 
you do something you may regret, listen to me...” 
The Doctor has done this on many occasions, 
talking a hostile foe dovvn from the brink of opening 
fire. VVhether it is purely to distract the enemy, or 
to convince them of the errors of their vvays, it is 
handted in fust the same vvay as any other Conflict 
resolution. 


İf you”ve been discovered sneaking in and your 
gadgets are ineffective, there”s one thing you can 
alvvays rely upon - you can alvvays try to talk your 
vvay out of the situation. As you”(l have seen in the 
Extended Conflict section (see pg.80), Talkers” go 
before Fighters”, so before the guns start firing you 
can alvvays try to convince them of a better solution 
rather than pulling the trigger. 


İf successful, the character”s speech is convincing 
enough to halt the enemy before they fire, even if it 
is iust for a moment. Hovv successful they are in the 
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rotl dictates hovv vvell they do talking dovvn, vvhether 
it is a brief respite giving them chance to think of 
something else, or getting the enemy to lovver their 
vveapons. İt may be that this is the lesser of tvvo evils, 
allovving the character to be captured rather than be 
killed, after all, you can alvvays try to escape later, not 
something you can do if you ve been exterminated. 


Distraction: İt may be that instead of getting them 
to stop shooting at you, you could try to distract the 
enemy long enough for you to make your escape. This 
could be as simple as pointing at someone else and 
telling them they have the vvrong guy (though this 
lust gets someone else into trouble, not something 
the Doctor vvould do) to blinding the opponents 
momentarily - or something else that allovvs you to 
get avvay. 


Take the Guns out of the Equation: Of course, if 
there are no guns, there"s nothing to vvorry about. 
VVeapons are pretty dangerous so if you can make 
them ineffective then the enemy is going to have to 
think of something else to do rather than shoot at 
you. Unfortunately, the Doctor has discovered that 
it is often the other vvay around - bullets are rarely 
effective against the creatures that are encountered. 
Create forcefields, use perception filters (if they 
can”t see you they vvon”t need their gunsl or dravv the 
enemy somevvhere vvhere gunfire attracts the vvrong 
sort of attention... like the police. 
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Call the Police: As Banto asked in his DVD store, vvhy 
doesn t anyone fust go to the police? Sure, its not 
much of an option on an alien vvorld, but on present 
day Earth the sound of gunfire is bound to alert the 
authorities. This can be handy if you re unarmed and 
about to be attacked by gun-vvielding aliens. Not 
so good if you re the ones doing the shooting. İf the 
situation is bad enough, you may end up having to 
ansvver to UNIT. 


Surrender: He vvho turns and runs avvay may get 
shot in the backl İt may f/fust be easier in some 
circumstances to give in and let yourself be captured. 
You can alvvays vvork out a plan to escape later, or 
even plan in advance for such an eventuality. 


Diving for Cover: Sometimes the best thing to do 
is fust hit the dirt, throvv yourself behind something 
suitably solid and hoping for the best. Often this can 
provide you vvith those valuable seconds that can give 
you time to think of Plan B. 


İf the enemy opens fire before you can distract them 
or talk them out of it, all you can do is dive for cover 
or run avvay. The Doctor may have povvers beyond our 
imagination, but even he is not bulletproof (though 
he has been knovvn to use his Sonic Screvvdriver to 
create a vvall of sound to stop bulletsl. V/hen the 
bullets (or lasersl start flying, the characters can use 
their Coordination and Athletics (and any suitable 
trait). İf they beat the enemy”s attempt at hitting vvith 
their vveapons, the characters successfully make it 
to cover. 


Running for your Uifel: VVhen faced vvith unstoppable 
numbers, and an unbeatable force, sometimes the 
best thing you can do is fust run avvay. At least it 
gives you a second chance at defeating the villains. 
Running avvay is probably the easiest of options, 
though if the enemy is persistent it can lead to a 


dramatic chase (see Chases on pg.?8) or having to 
dodge vveapon-fire vvhile running (see “Diving for 
Cover” on the opposite pagel. 


Shooting back: Desperate times call for desperate 
measures, and vvhile the Doctor hardly ever takes 
up arms against any living thing, his companions 
have frequently needed to return fire on encroaching 
aliens. This is certainly the case vvhen it comes to 
UNİT or those trigger-happy Torchvvood employees. 


İfa character is going to resort to violence, they have 
a couple of choices vvhen it comes to firearms. They 
can lay dovvn a covering (or “suppressive”) fire at the 
enemy. This means they re not really aiming at them, 
ust in their general direction. İt is unlikely that they”ll 
hit the enemy, but the gunfire vvill have them diving 
for cover. This is almost “intimidating” the opponents 
into hiding by shooting at them. The targets vvill have 
to resist vvith a Strength 4 Resolve roll to have the 
guts to poke their heads above cover to act back. 


On the other hand, the characters may decide that 
the only option left to them is to try to hit the enemy. 
İf this is the case, it is best resolved vvith an Extended 
Conflict (see pg.801. 


Of course, i/ust because some of your group are 
shooting at the enemy, it doesn”t mean that the less 
combative characters can t be dolng something else. 
VVhile Captain ack vvas barricading the floors from 
the Daleks and shooting atthe metal menace vvith the 
survivors of Satellite 5, the Doctor vvas busy building 
the Delta VVave Proyector. VVhile the fighters are 
holding off the enemy, the others can be doing plenty 
of things, like tending to the vvounded, vvorking on 
a vvay out, cobbling together technological devices, 
breaking into computer systems or other helpful 
actions. 


Hiding behind things is probably the safest bet vvhen 
the bullets are flying and the death rays are turning 
folks into an electric shade of blue. Cover provides 
İvvo advantages - one is that it is harder to hit the 
small area that is exposed, and the second is thatthe 
cover provides protection against inliury. 


İmagine hovv much of the character is visible, and 
hovv much is behind cover. The more of the character 
that is hidden, the harder it is for the attacker to hit 
them. İf they are aiming specifically for the exposed 
areas, they suffer a modifier to hit the smaller target. 


1/3 - Lovv boxes, or 
kneeling 


2/3 - Head and 
shoulders visible, target 
laying on floor 


-2 modifier to hit 


-A4 modifier to hit 


Completely behind 
cover 


-10 modifier to hit 


İf the attacker isn t alming specifically for the 
exposed area, and fust shooting at the target, there”s 
a chance they vvill hit but the cover vvill get in the vvay. 


Shooting someone vvho is behind some form of 
protection reduces the amount of damage they take. 
İt all depends upon hovv tough the cover is - some 
obiects can only take so much damage before it is 
destroyed or before damage starts going through. 


As before, determine hovv much of the target is 
behind cover, and use the Random Location Table 
(see “VVhere Does It Hurt?” on pg.86l). If that part of 
them is exposed, they are hit as normal. İfthe location 
is behind cover, then that location could be hit if the 
damage is enough to go through the protection of the 
cover (see table belovvl. 


VVood 

Brick VVall 
Concrete VVall 
Steel VVall 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


Example: İf Robin Hood is shot by a Robot Knight s 
disintegrator for 4 polnts of damage vvhile ducking 
behind a vvooden palisade, the fence “absorbs”1 point 
of damage, and hobin takes the remalnıng 3 polnts. 
The fence he is using as cover can oniy take another 
4 polnts of damage before it is considered destroyed. 


If he vvas hiding behindi a castle vvall, he vvould take 
no damage as its armour protection is greater than 
the damage done, hovvever, the disintegrator vvould 
take 4 poilnts off of the vvall. 


İf the cover is very large, and the chances of hitting 
any part of the target behind the cover is minimal, 
the Gamemaster may suggest the use of Story Polnts 
to even get a hit inl 


dust like cover, armour vvorks in the same vvay, 
reducing the amount of damage taken. This armour 
normally only protects against bullets or other 
physical vveapons. Laser or other high energy 
vveapons lanything vvith a Lethal (L) damagel vill cut 


right through it, although protective forcefields vvill 
defend against everything. 


Alien armour, such as Dalekanium and the forceftlelds 
that Daleks employ are covered in Chapter Five: AU 
the Strange, Strange Creatures. 


Leather dlacket 
Bulletproof vest 
SVVAT Body Armour 


Full Metal Plate 
(Medieval armour) 
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ÜTHER SDURUES ÜF INVURY 

Svvords, firearms and physical conflict are not the 
only vvay to get hurt in this dangerous universe. VVhat 
happens if a character accidentalily falls or if they re 
cornered by fire in a trap set by the evil villain? 


Falis: Falling can result from failing at climbing 
something, failing to fump over a gap or around 
obstacles. The distance fallen determines hovv much 
damage taken from hitting the ground. İf they ve 
üst fallen from tripping over something, they re not 
really going to take any damage - at least not physical 
damage. The Gamemaster may stun the character if 
they fail particularly badly, if they hit their head or 
something. 


Damaqge from fatling any distance is easy to calculate 
as vvell, For every metre your character falls, the 
value of the damage is 1. So if you fall five metres, 
the damage value is 5. This is the value for failing a 
Climb, dump or Running roll vvith a Bad resul, it vvitl 
be halved if the result vvas a Failure or multiplied by 
1.5 if you get a Disastrous. This reflects something 
breaking your fall, managing to land on a ledge 
(albeit a little painfullyl, catching yourself on the vvay 
dovvn or, in the case of a Disastrous Result, landing 
particularly badly or on something sharp. 


Crashes: Most vehicles are designed to protect the 
passengers İvvith the exception of bikes, and other 
forms of transport vvhere the driver is exposedl. İf 
the character hits something at speed, or is hit by 
something travelling at speed, the damage is equal 
to the number of Areas it travelled in the last action. 
For example, getting hit by a car that vvas travelling 8 


Areas in its action does 8 points of damage (on a Bad 
result vvhen trying to avoid it, halved for a Failure, or 
x1.5 for a Disastrousl. Passengers in a vehicle that 
hits something suffer the same damage, but reduced 
by the armour protection of the car. İf the car that 
vvas travelling at 8 Areas then hits a brick vvatl, if 
the car provided 4 levels of armour protection (see 
vehicles, on pg.111), each passenger takes 4 levels 
of damage. 


Drovvning: Drovvning, like falling, isthe resultoffailing 
a rol, This time it comes from failing at svvimming or 
holding your breath in a flooded area. Not being able 
to breathe, unless you re indestructible like ack, is 
pretty bad and vvitl usually be a fatal experience. 


A Bad result vvill mean the character sustains 8 
levels of damage İusually to Strength and Resolvel. 
A Failure reduces this to 4 vvhich vvould mean that 
you ve svvallovved a lungful of vvater, choked a little 
and have hurt yourself but you”re OK to try again. 
Disastrous result is Lethal, so lets hope you have 
some Story Points left... 


İf you”re trapped in a flooded room or Location, you re 
going to take this damage every ten seconds or so, 
so you” re golng to have to find a vvay out quick. The 
Gamemaster may be lenient and have the character 
black out to be recovered by the villains, vvaking up 
as their prisoner. 


Fire: Fire”s a tricky one, as it can depend upon hovv 
big the fire is. The vvay vve”ll handle it is actualiy 
avolding catching on fire yourself. This vvay, you can 
run through a burning building, fight back a blaze, try 
to put out a burning document that has been throvvn 
into an open fireplace - its all handled the same vvay. 


The Gamemaster vvill change the difficulty if the fire 
is particularly intense, but a failure means that you ve 
caught fire in some vvay - an item of clothing has 
caught alight, or vvorse. A Disastrous result is Lethal, 
as it doesn t take long for the flames to totaliy engulf 
a person. A Bad or Failure result means that you ve 
managed to put out the fire after suffering some 
burns, reducing the damage to 8 or 4 respectively., 
Again, Story Points are going to be the Lifesaver in 
this situation. 


Extreme Cold/Heat: Cold is all about exposure vvith 
the Gamemaster assigning a damage tevel depending 
upon hovv extreme the temperature is. Characters 
vvill have to make rolls using their Strength and any 
suitable skill fusually Survival, modified by traits) 
to avoid exposure. This may have to be repeated 
every hour for more often if the temperature is 
suitably frosty, such as the surface of Volag-Nocl, 
the character gradually losing attributes until they 
freeze to death. 


The same effect can be used for exposure to extreme 
heat, like being caught in the open under the hot 
desert sun or exposed to the heat and magma of 
Pyrovilia. Again, the Gamemaster vvill assign a 
damage level depending upon hovv hot it is, and 
Strength 4“ Survival rolls are required to avoid taking 
damage from the heat. 


Above 559C 5 every 5 minutes 
3 per hour 

1 per day 

1 per day 

3 per hour 

5 every 5 minutes 


Above 459C 
Above 30:6C 
Belovv -59C 
Belovv -20:C 
Belovv -40:C 
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These figures are approximations based on exposure 
vvithout the correct clothing or protective gear. The 
Gamemaster should feel free to adiust these figures 
or make up their ovvn to suit the situation. 


Radiation: Radiation is nasty stuff, invisible and 
deadly. İUs rare that characters vvill encounter 
sources of high radiation, but here are some 
guidelines fust in case the characters stumble into a 
nuclear povver plant that has been set to meltdovvn 
by the vengeful younger brother of a Time Agent. 


Radiation is measured in rems (for Roentgen 
Equivatent in Man, vvho said games vveren”t 
educational?). The higher the rems received, the 
more severe the damage. For example, an unshielded 
povver plant core gives out around 500 rems per hour, 
a nuclear fallout cloud around 1000 rems per hour, 
and being at a nuclear plantvvvhen there”s an accident 
you re looking around 2000 per hour. Exposure to any 
of these levels for an hour is usualily fatal vvithout 
a radiation suit (vvhich halves the dosage). Even 
then, under 500 rems and you re taking 12 polnts of 
damage an hour (on a Bad result, half of that on a 
Failure to 6, or 1.5 on a Disastrous to 18) and looking 
forvvard to vveeks of hospital treatment to recover. 


Vacuum: VVithout a spacesuit, golng out into the 
vacuum of space is a one vvay trip to doomsville. 
Science fiction vvriters constantly argue over vvhether 
being exposed to vacuum results in suffocation, 
explosive decompression, instantly freezing due 
to the cold of space or cooking from unprotected 
exposure to the sun. Hovvever, vve ve seen that iUs 
not as violent a death as some vvould have us believe, 
and exposure to vacuum is treated like drovvning İsee 
above), A Disastrous result at holding your breath 
(remembering to exhate first) vvhile you”re exposed 
to vacuum is Lethat, Bad or Failure results in 8 or 4 
levels of damage respectively as the lungs struggle 
against the pressure. This vvill have to be repeated 
every thirty seconds vvith a Difficulty that gets harder 
every time İyou can”t hold your breath foreverill. 
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€9 LOSING A MENTAL CÜNFLİCT 


İUs not iust physical threats that can harm our heroes. 
There are many terrors out there that can sap the 
vvilL or invade the mind. İn most of these cases, this 
vvil. be conducted fust as any other Conflict. İt can 
be as simple as failure resulting in being mentally 
controlled, scared, possessed or vvorse. İn more 
detailed mental Conflicts, characters take “damage” 
from the encounter, fust like a physical Conflict. The 
only difference is the damage inflicted is temporary. 


Mental damage is inflicted ust like physical 
damage, but using İngenuity or Resolve instead of 
the Strength attribute. The Gamemaster may apply 
bonuses if vveapons are used such as a MITRE 
headset or other mind-bending equipment. Damage 
is usually taken from the character”s Resolve, until 
it reaches Ü and the character has lost his vvill to 
resist or falls unconscious. This “damage” is restored 
quickly aftervvards, though the effects of losing 
may be longer-lasting if they”ve been subiected to 
possession or mind control, sometimes gaining Bad 
Traits if the effects are severe enough. 


GETTİNü SCARED 


İt is not hard to get scared vvhen facing the 
unspeakable horrors of the universe and its not fust 
the innocent villager vvho gets terrified out of their 
vvits. Many of the aliens the characters vvill encounter 
are lust plain terrifying, and ill be a brave individual 
vvho doesn”t stand there quaking in fear. 


Facing something scary is simply another Conflict. 
İf the alien is particularly scary, it vvill have the Fear 
Factor trait that"lI modify the monster”s Resolve and 
Presence. The character facing it vvill have to beat 
these vvith their ovvn Resolve and İIngenulity, modified 
by any suitable trait like “Brave”. Remember, the 
Fear Factor trait doesn”t come into effect unless the 
creature is actively scaring the character. 


İf the character vvins, they may be scared but they re 
able to continue as normal, Hovvever, if they fail 
against the creature, it the character can do very little 
other than stand there and scream. Failing by a Lot, 
a Bad or Disastrous result, and the character may 
faint, run avvay or suffer from horrible nightmares 
for months. 


Example: Clara is vvalking through the vaults of the 
Bank of Karabraxos, vvondering vvhere the Doctor 
has got to. As she turns a corner, she spies the 
Teller, sniffing out the guilty. She s scared, having 
seen vvhat it can do, and makes a Resolve - İngenuity 
roll against the Teller s Resolve 4 Presence. The 
Teller hasn”t seen her, so its Fear Factor trait 
doesn t come into play. She succeeds and prepares 
herself to sneak across the corridor and avvay. The 
Teller senses her, and turns. İt roars at her, and 
Clara stands in abiect terror. She needs to make the 
roll again, as it has seen her and is actively scaring 
her, getting the bonus from its Fear Factor1 Clara 
gets a Failure on her roll and can do nothing but 
stand there, terrifiedi 


FREEZEİ 


İn many of the Doctor”s adventures there are 
moments vvhen things happen that are so 
mindboggling that people fiust stand there and 
stare. For example, the characters encounter 
a group of people intent on taking over the 
vvorld. The stand face to face vvith the villains 
vvhen they reach to their foreheads and unzip 
their skin-suitsl The shake off their disguises 
to reveal a group of Slitheenl 


İn the game, the players vvould usually take 
those 5-10 seconds of dramatic reveal as an 
opportunity to run, attack or do something 
vvhile the aliens vvere helpless and busy 
vvriggling out of their skinsuits. İt is during 
these shocking and dramatic moments that 
the Gamemaster can demand that the player 
characters freeze. They”re stunned into 
inactivity vvhile the reveal happens. 


Character vvho vvish to act can spend a Story 
Point to do so, as long as it doesn”t upset the 
Gamemaster”s plans for the adventure. As 
long as the characters are in no danger vvhile 
this reveal occurs, it makes things more 
dramatic. 


BEINü PUSSESSED 

There are many alien beings in the universe that 
can take over a character, controlling their every 
action and thought. The Living sun in the Toraili 
system could turn people into homicidal agents of its 
vengeful thoughts, and the Beast took over Toby Zed 
on Sanctuary Base ö to become the Living vessel of 
the its consciousness. 


Defending yourself against an alien presence that 
is trying to control your mind is a normat Conflict, 
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vvith the alien s Resolve -. Convince resisted by the 
character”s Resolve 4 Ingenuity Lif a battle of vvits) 
or Strength (if a battle of pure mental povver). Any 
applicable traits can modify the attributes of each 
side. İf the character vvins, they retain their control 
and sanity. İf the character fails they can opt to 
spend Story Points to retain controL. İf they re out 
of Story Points, the alien vvill take control, and the 
Gamemaster vvill dictate vvhat they vvish to do. 


There may be moments vvhen the character can 
retain control for a couple of seconds - stopping 
themselves from pulling that trigger, trying to tell 
the others vvhat the alien/s evil plans are or hovv 
to defeat it, İs not easy, but the Gamemaster may 
allovv you to do this if it fits the story. 


Hovv to shake the thrall of the alien? lUs golng to 
cost Story Points, but if you”re already possessed 
it probably means you ve already run out of Story 
Points, so you”re golng to have to get them from 
your friends. They can donate Story Points: a rousing 
speech of support, a meaningful dialogue to remind 
you of vvho you are, anything that might bring you 
back to your senses may help. 


69 LOSING A SÜCİAL CONFLİCT 


Sometimes you simply lose an argument. Losing 
doesn t mean that you suffer physical damage, but 
you may tose face or respect in the eyes of others, 
or fust fail to persuade the opponents to your vvay of 
thinking. A Disastrous result in an argument might 
mean that you”d pause for a vvhile and possibly even 
contemplate their side of the argument. 


İmagine the Conflict is a fistfight, only using brains 
and vvords instead of brute strength and fists. The 
Conflict runs as a combat, only the players use 
suitable oratory or mental skills instead of Fighting 
and Marksman. They can dodge, f/ust like a fight, 
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using their skills. They vvill also take “damage” iust 
as if they ve been punchedl 


This is temporary damage, and it reduces the 
character”s attributes (usualiy Resolvel for the 
duration of the combat, fust like actually getting hurt. 
VVhen the character”s attributes get lovv, they react in 
dust the same vvay as being iniured but their iniuriles 
are to their pride, thoughts and social standing. 
They can turn and run avvay, or they can fight until 
their attributes reach Ü - at vvhich point they have 
lost and vvill be completely convinced, persuaded or 
humiliated by their opponent. The damage to their 
attributes is then restored, but a severe humiliation 
or loss vvill result in a change in the vvay people act 
around you. Mafor damage like this can result in 
gaining Bad Traits. The actual amount of damage 
done is based on the character”s İngenulty İif a 
battle of vvitsl or Presence İif charm or charisma 
is involvedl. dust like a physical fight, every level of 
the attribute is a level of damage they can inflict in a 
social Conflict. 


Example: Kate Stevvart and Osgood are attempting 
to renevv humanity s peace accord vvith the Zygons, 
vvith the Doctor keeping a careful eye on proceedings. 
This is a Social Conflict, vvith each side using their 
Presence 4 Convince, against their opponent s 
Resolve z Convince. The terms are argued back and 
forth, vvith each side reducing the others Presence 
or Resolve until one is reduced to Ü. At this point, 
the debate calms dovvn and everyone s attributes 
are restored as they reach a decision - the loser 
agreeing to the terms. 


69 HEALINü 


Most of the time, iniuries or reduced attributes vvill 
be restored to normal betvveen adventures. Time 
passes, you get better and recover from your vvounds. 


Some vvounds are severe, and ifthe character has lost 
a lot of Attribute Points, the Gamemaster may give 


them a Bad Trait. For example, tosing a lot of Resolve 
due to being scared at a particular moment, trapped 
in the enemy ship in the dark vvith aliens cravvling 
around, the Gamemaster may let them recover their 
Resolve betvveen adventures, but the experience vvas 
so traumatic that they have developed the Phobia 
(Darknessl trait. This vvill almost certainly happen if 
an attribute has been reduced to 0. 


İf medical aid is at hand and you need to get back 
into the action as quickly as possible, someone vvith 
the Medicine skill can try to patch the character 
up. A successful Medicine roll vvill “heal an iniury, 
restoring levels of attributes that have been Lost. 
For a Success, 1 level is restored, 2 for a Good and 
3 points for a Fantastic. The Gamemaster may apply 
modifters if the iniuries are severe or vvhen treating 
someone vvith an unfamiliar biological make up. 


This sort of medical assistance can only be done once 
for each iniury. That is, if you are iniured from a fall, 
reducing your Coordination by 1, someone can try to 
patch you up and restore that missing level, İf they 
fail, it cannot be attempted again until the character 
sustains another iniury. Hovvever, if you receive a 
further 2 points of iniury and your resident medic 
gets a Fantastic result, you vvill have all 3 points of 
iniury restored. 


VVithout medical aid, or after aid is given, natural 
healing is at a rate of 1 level of attribute per day 
of full rest - that is, nothing more strenuous than 
making a cup of tea. 


Normally, vvhen one adventure ends, any inluries 
are healed and attributes are restored to normal. 
Hovvever, there are exceptions - if the Gamemaster 
is planning a tvvo or three part story, vvhere very little 
time passes betvveen, iniuries vvill be kept, or only 
partially healed at the Gamemaster s discretion. 


MULTTPLE INVURİES AND 
REDUCED ATTRIBUTES 


There could be a time vvhen the character has lost 
a lot of points. VVhen an attribute reaches Ü, the 
character is unable to do anything related to that 
attribute. 


Zero Avvareness 

One or more of the character”s senses have been 
temporarily impaired, leaving them unable to move 
around on their ovvn. They”re so dazed they cannot 
interact properly vvith their environment. They may 
be unavvare of vvhat is golng on around them and may 
be unable to communicate. 


Zero Coordination 

The character vvill be flailing around as if they”d had 
one too manyatthe tocal pub. They "ll keep falling over 
or tripping over the slightest thing, over reaching for 
items, knocking everything over. Probably best /ust to 
sit dovvn and hope to recover. 


Zero İngenuity 

This is not one thatll drop very often, but vvhen 
it does it vvil. mean the character is so tired or 
confused they”re unable to think sensibly or come 
up vvith any ideas. They may do foolish things, like 
blindiy follovving foolhardy orders or believe vvhat 
people say unquestioningly. 


Zero Presence 
The character vvill probably be unconscious, unable to 
talk or communicate until revived by medical means 
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or given time to recover. İf remaining conscious, 
they vvill refuse or be unable to communicate vvith 
anyone, shunning contact vvith others, as everyone 
seems threatening. 


Zero Resolve 

The character has given up completely, admitted 
defeat and vvill sit around not really vvanting to do 
anything. They become open to suggestion and 
likely to do anything they re told. İf inundated vvith 
suggestions or orders they may react badly to the 
overvvhelming instructions, striking out at everyone 
nearby. 


Zero Strength 

The character vvill collapse to the floor, unable to 
even stand. The character vvill have to be carried and 
vvill probably not have enough strength to defend or 
help themselves. 


Hitting Ü in an attribute is pretty bad, and it may be 
that your character may develop a Bad Trait to reflect 
the lasting effects. Reach Ü in more than one attribute 
and things get serious. İf three or more attributes 
reach 0, not only vvill the character be almost unable 
to do anything, they re so badly iniured that there is a 
good chance that they "li die. 


DYINü ÜR LEAVIN€ THE TARDIS 

VVithout Story Points to save you, taking too much 
damage can be fatal and anunlucky hit from a “LethaV 
class vveapon vvill put an end to the character”s 
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adventures. İf that seems harsh, the Gamemaster 
can fust have the character be knocked unconscious 
and captured, or allovv another character to spend 
Story Points on their behalf, pushing them out of 
harm s vvay. 


Hovvever, ifthe character suffers multiple iniuries and 
three or more of their attributes have been reduced 
to Ü, there”s a good chance they may be killed. If this 
is the case, the Gamemaster can offer the player a 
deal - the character gains the Unadventurous Bad 
Trait, in return for a Story Point thaU Ul heal some of 
the character”s health (see It VVas dust a Scratchl on 
pg.104). The character vvitl still be unconscious and 
likely captured, but alive. 


The Unadventurous trait reflects the character”s 
dislike of constantly being iniured in their travels. They 
vvill continue, but the dissatisfaction vvillsoon become 
evident. İf this happens again, the Unadventurous trait 
can be increased from a Minor to a Mafor Bad Trait 
as the constant threat to their life takes a further 
tolL on their adventuring spirit. İf the Unadventurous 
trait grovvs higher than a Mafor Trait, the character 
vvill leave. They vvill ask to be returned home, or 
vvill settle somevvhere that they vvill be happy, and 
leave the game. The player should then create a nevv 
character. 


Although companions can die, more often they 
leave the TARDIS through their ovvn choice or 
circumstances that the Gamemaster develops vvith 
the player to vvrite them out”. İt doesn”t mean they 
vvon t return brtefly in the future, but their return vvill 
be limited. İf the original character died in a suitably 
heroic vvay, the player”s nevv character may receive 
additional Story Poilnts at character creation, or 
other bonuses, to revvard such a great sacrifice in the 
name of a goecd story. 
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69 CHASES 


The Doctor once remarked that being scared vvas 
a superpovver, allovving you to fight harder, to run 
harder. And there”s an avvful lot of running to be done 
in the Doctor”s adventures. So hovv do you keep track 
of everyone running around, and hovv do you knovv if 
the characters have escaped their pursuers? 


MÜVEMENT 

Most of the time, you can move from one place to the 
next vvithout any problem. No need to use those dice, 
though there are certain instances vvhen moving 
about is difficult, or vvhen you re being pursued. 


VVhen movement is important, vve start to discuss 
things in Areas. Most of the time the actual size ofan 
Area isn”t important. They can mean different sizes 
depending upon the situation, from around 3m x 3m 
if you”re on foot, to 3üm x 3üm if driving cars, or even 
larger vyhen in space. You can move as many Areas 
as your effective Speed. 


On foot, your Speed is equal to your Coordination. So 
if your Coordination is 3, you can move 3 Areas on 
foot. Simplel Some traits modify this, such as Run 
for your Lifel or Slovv (common in “stomping” villains 
like the Cybermenl. 


If you”re in a Vehicle, your Speed is equal to the speed 
of the vehicle plus your Coordination. More details 
of vehicles and their speeds can be found vvith the 
equipment (see pg.1111. 


İf the path is vvithout barriers, obstacles or other 
problems, then moving is pretty easy and you 
don”t need to roll, Simple obstacles, such as lovv 
pipes, slippery floor or the sudden appearance of 
a cat fumping out in front of you vvill need a roll, 
Coordination 4. a suitable skill - Athletics if you”re 
running, Transport if you re in a vehicle. 


You can go faster than your Speed as vvetl, but i(ll 
require a roll (again, Coordination - either Athletics 
or Transport). İf you succeed, you increase the 
number of Areas you move depending upon the 
Result (41 for a Success, 42 for a Good or 43 for 
Fantasticll, If you fail, you”ve tripped or scraped the 
vehicle and its slovved you dovvn - that/s the risk you 
take for pushing yourself a Little too far. You reduce 
the number of Areas you travel an equal amount for 
the failure (-1 for a Failure, -2 for a Bad, or -3 for 
Disastrousl. On top of that, a Disastrous Result could 
mean that your vehicle, or yourself, takes some 
damage from crashing or tripping over. 


The vvay forvvard isn”t alvvays open roads and 
clear skies. İndeed, most Chases take place 
on busy streets, in forests at the heart of a 
starship or through miles of tvvisting and 
complex corridors. Terrain can make the 
Chase more complicated, but it can give the 
players additional ideas and opportunities to 
shake their pursuers, or to catch up to their 
target. 


Using different terrain shouldn”t slovv the 
game dovvn, though. Terrain is a simple 
Difficulty that the movers vvill have to beat 
to try to go faster than their normal Speed. 
Trying to go faster on an average street is 
Difficulty 12, for example, but trying to go 
faster on ice is far more treacherous and is 


Difficulty 21. 


Failure means that the terrain has slovved 
them dovvn in some vvay, vvhether this is due 
to traffic, or a difficult surface. A Disastrous 
result could mean that they have crashed, 
bashed their head on a lLovv pipe, slipped on 
the ice or something similar. 


Open Road 

Open ground, field 

Average street, normal traffic, 
pedestrians 

Busy street, stairs, 
undergrovvth, rock quarry 
Rush hour traffic, forest, 
ladders, loose rubble 

Svvamp, mountalns, ice 


PURSUHI 

Chases are a simple case of comparing hovv fast 
the tvvo (or more) people are moving. İf you make a 
line of Areas, you can place miniatures, yelly babies 
or counters on them to represent the characters. İn 
the back of this book you”Il find photocopiable Area 
squares that you can cut out, dravv on obstacles or 
plot out maps, or you could use Post-lts or beer 
mats. Most Chases vvill start vvith the various people 
2 or 3 Areas avvay from each other, but iC(l depend on 
the situation and hovv the Chase starts. 
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A Chase is an Extended Conflict. The vvinner gets 
avvay or catches up, depending on vvhere they are in 
the Chase. İf the vvay is tricky, there can be modifiers, 
hovvever, Chases are meant to be played fast, quick 
and exciting, so the rules are designed to be as 
simple as possible. İf at any time, the Gamemaster 
decides this is slovving things dovvn, ignore the rules 
and run vvith it. Hovvever, if it is important to resolve 
an outcome of a Chase in detail, the follovving rules 
should break it dovvn into a simple, yet exciting series 
of action rounds. 


Each action round, simply compare the Speeds of 
both characters involved. Look at the Speed of the 
person running avvay, and take avvay the Speed of the 
person pursuing them. 


Let s look at an example to explain it all. Courtney 
V/oods is running avvay, being chased dovvn the 
corridors of Coal Hill School by the Skovox Blitzer. Her 
Coordination is 3, the Skovox Blitzer has 2. Theresa 
difference of 1, so every round, Courtney vvill increase 
the gap betvveen them by one Area. 


Hovvever, both sides can make rolls to push 
themselves a bit faster. Continuing the example, the 
Skovox Blitzer lurches forvvards and tries to increase 
its Speed, and Courtney vvill have to do the same. 
The terrain is normal, so the Difficuliy starts at 12. 
The Skovox Blitzer rolls Coordination 4 Athletics, 
getting a Success, so it gets “1 to its Speed this time, 
increasing it to 3. Courtney rolls her Coordination 
x Athletics as vvell, getting a Good Result, so she 
gets 42 on her Speed, increasing it to 5. Despite the 
Skovox Blitzer pushing itself, Courtney has managed 
to increase the gap betvveen them by 2 Areas this 
round. 


If the number of Areas betvveen the characters is 
reduced to Ü, then the pursuer has caught up vvith 
the pursued. İf the number of Areas betvveen them 
increases over 6, then the pursuant usualiy escapes. 
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In some circumstances, vvhere visibility is particulariy 
poor, this may be reduced İsuch as a busy city centre). 
The same goes for the reverse, in open space or the 
countryside, vvhere you can see the target a long vvay 
off, the number of Areas required to escape may be 
increased at the Gamemaster s discretion. 


RUNNINü ORDER 

İf you”lL pardon the pun, sometimes you need to knovv 
vvho goes vvhen in a Chase. Most of the time, it is fust 
a matter of comparing Speeds and seelng if there 
İS any ground gained or lost betvveen the parties 
involved. This happens simultaneously. 


Hovvever, if one of the people involved decides to pull 
a Stunt (see belovv), or open fire during the Chase, 
then the person vvith the highest Avvareness goes 
first. Yes, Avvareness, not Coordination. You may be 
faster, but most of the time things are happening 
quickly and you”1l need your vvits about you, so being 
able to notice vvhat"s golng on in the heat of a Chase 
vvill give you the advantage. VVhoever has the highest 
Avvareness can act first (or choose to go second if 
they think it”lL be an advantagel. 


COMBAT IN (HASES 

You ve seen the cool action movies vvhere they shoot 
at each other vvhile careening dovvn multi-laned 
streets vvith traffic vveaving betvveen them. They 
make it look easy, but it"s not. Hovvever, characters 
can shoot at each other vvhile engaged in a Chase. 
Shooting at a target ahead vvhile running or driving 


İs easier than shooting behind. Remember, they vvill 
have used their action running or driving, so vvitl have 
a -2 penaliy before taking into account that the target 
vvill be moving (another -2 penalty, or more if they 
are in vehicles travelling at very different speeds, and 
another -2 if shooting behind theml. lt/s not going to 
be easy to hit them, so the best bet is to try to catch 
up or force them to stop. 


STUNT5: DÜİNü SUMETHİING€ (BAZY 

There”s nothing like doing something crazy to make a 
Chase more exciting. İf you re feeling daring, you can 
opt to perform a “Stunt.. It can be anything that has 
a bit of danger involved, from vaulting over a fence 
vvhen running on foot, driving your motoreycle on the 
pavement or driving a car through a shopping mall 
or the vvrong vvay dovvn a motorvvay. The crazier the 
Stunt, the more difficult it is golng to be, hovvever 
if you”re successful it could mean a quick escape. 
The player can determine vvhat it is, as vvell as the 
Difficulty of the Stunt. The player vvill have to beat 
this Difficulty to perform the Stunt - failing this 
and the Stunt goes vvrong and they risk crashing or 
tripping over. İf they succeed, the NPC vvill have to 
repeat the Stunt to keep up, at the same Difficulty. 
Any difference in success levels (Fantastic, Good or 
Successl betvveen those performing the Stunts can 
vviden or shorten the distance betvveen them by as 
many Areas as the difference. 


Example: Tuvo Spider Germs are chasing Clara 
through the moonbase. The corridors are filled vvith 
funk but the Spider Germs are keeping up. 


Clara decides shell have to do something drastic 
to shake them, doubling back and leaping over 
a stack of crates. She s quick and dextrous, and 
decides that she Tl be easily able to make a fump 
over the obstacle, knocking things over to block her 
pursuers vvay. Clara s player, Samuel, suggests to 
the Gamemaster, Peter, that the Difficuliy of the task 
should be 17. Peter agrees, and Clara has to succeed 
to perform the Stunt. She rolİs, adds her Coordination 
x Athletics land spends a Story Point /ust to be sure), 
and easily leaps over vvith a Good result. The first 
Spider Germ reaches the tumblüing crates and has 
to beat the same Difficuliy. lt succeeds, but only fust 
vvith a Success. The second doesnf make it, getting 
a Bad result. The crates pin it to the ground. Thats 
one of the tvvo Spider Germs out of the picture İshe"ll 
have gained 4 Areas on this Spider Germ, and then it 
vvill spend next action extricating itself from beneath 
the cratesl. Clara s roll vvas a level higher than the 
Spider Germ that made it through, vvhich means 
that she s vvidened the gap betvveen them by one 
additional Area. 


You can try many Stunts to get avvay. You could try 
evading, lumping or turning dovvn a side alley, hoping 
the pursuers fail to see vvhere you vvent. Or stopping 
completely to hide somevvhere İturning the Chase 
into a Conflict to hide - though you need to be far 
enough avvay that the pursuers don t see you trying 
to hide), or performing the vvildest Stunts imaginable 
like ifumping over rooftops, darting in front of a train, 
or other dangerous moves. The risks may mean that 
the Difficulty is high enough to deter your pursuers, 
but it may be so hard that you fail and put your ovvn 
life at riskl 


COOPERATINü IN A (HASE 

Of course, if there are multiple people involved in 
the Chase each should roll separately. This vvay, if 
someone is particularly slovv, there”s a good chance 
that they”(I be caught. ICİL be up to the rest of the 
group to see if they hold back and vvait for them. İf 
someone is slovv and holding the group up, they can 
act as a vvhole, vvith the faster characters helping the 
slovver ones to escape. İn this case, the characters all 
roll separately as before, but the slovv character can 
be helped along vvith the other characters, providing 
a bonus using the Cooperation rules (see pg.76). 


Example: Madame Vastra, Venny and Strax are 
running from a group of Clockvvork Robots, 
hovvever Madame Vastra has tvvisted her ankle and 
her Coordination /land therefore her Speedl has 
been reduced to 1. Strax and Zenny aren t pushing 
themselves, so they don t have to roll, instead they 
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help Vastra along so their Speed is reduced to match 
hers. Vastra is pushing herself to move faster, rolling 
her Coordination z Athletics, gaining a 44 bonus from 
Strax and Zenny helping her to run. She gets a Good 
result from her roll, adding 42 to her Speed, making 
it 3. They ve gained some ground on the Clockvvork 
Robots, but not as much as they could othervvise 
have. 


ÜHASE SUMMARY 


Determine initial Distance 
Determine hovv far avvay each person is, 
usually 2-3 Areas avvay 


Calculate Speed for Each Person 
Coordination if on foot, Coordination -- Vehicle 
Speed if using a vehicle 


Determine the Difference 

Subtract the Speed of the person being 
chased from the Speed of the pursuer. This is 
the number of Areas the pursuer vvill gain (or 
lose) each action round. 


Chase Actions 
See if any of the participants vvish to push 
themselves to increase their Speed, pull 
a Stunt or attempt Combat, and make the 
necessary rolls. 


Determine Nevv Distance 

Reduce or increase the distance betvveen the 
characters depending upon the outcome of 
any rolls, and see hovv far apart they novv are. 
İf this is less than one, they have caught up. İf 
it is greater than six, they have escaped and 
the Chase is over. Othervvise, return to Stage 
2 İbearing in mind the characters” Speeds may 
have changed due to inlury or damage to the 
vehiclel. 
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69 STORY PUINTS 


Story Points are used to change events in a player”s 
favour. There may be times vvhen you hardly have 
to use them, or in the heat of a climatic battle vvith 
superior enemy forces, you mayfind that Story Points 
are changing hands faster than the vinegar in a chip 
shop. İlUs not fust the players that have Story Points 
- some Villains have a number of Story Polnts too, 
vvhich the Gamemaster can use to keep them alive 
longer, or so they can escape to plot another master 
plan that the players vvill have to thvvart. They didn”t 
get to their position of povver only to be foiled by a 
player vvith a fevv strategic Story Points. They have 
Story Points of their ovvn to allovv them to provide a 
bit of a challenge at leastl 


You ve heard the term Story Polnts used many times 
so far, and each player vvill have some marked dovvn 
on their character sheet. Before everyone starts 
playing, the Gamemaster vvilL hand out a number 
of tokens to each player equat to their Story Points. 
That vvay, vvhen they spend a Story Point, they simply 
hand the token back to the Gamemaster rather 
than having to constantly rub out numbers on the 
character sheet. İf the Gamemaster revvards the 
players for good play or aiding the story, he”ll hand 
some back to you. Simple as that. But vvhat do they 
do and hovv are they used? 


SPENDINt STURY PDİNTS 

Story Points can be spent to bend the lavvs of reality 
so that characters succeed vvhere they normally 
vvould fail, or survive vvhere they normally vvould 


have been killed. See, vve told you they”d be useful, 
didn t vve? Of course, is not all spend spend spendl 


Players can gain Story Points through good play, by 
acting in character and keeping the game running 
smoothly, ensuring everyone has fun. And, its not 
dust characters vvho have these Story Points. Vital 
items of equilpment or scientific devices have points 
that aid in the adventure too. 


Story Points can be used in many different vvays. The 
Gamemaster vvill advise if its a good or bad time to 
use them and, as alvvays, the Gamemaster vvill have 
final say. The Gamemaster may also limit the number 
of Story Points used in any particular adventure 
or session. Belovv vve suggest some uses for Story 
Points, explaining hovv they vvork in the game. 


“I dunno... /m stumped...” 

The characters should be able to follovv clues from one 
place to the next during the story, gradually leading 
them to the villains and the culmination of the plot. 
Hovvever, there can be times vvhen the characters 
miss a clue, get stumped and simply do not knovv 
vvhat to do next. İf the players are really stuck and 
don”t knovv vvhere to go or vvhat to do next, they can 
opt to spend a Story Point and the Gamemaster can 
give them a subtle nudge in the right direction. The 
character that spends the point suddenly realises 
the vvay to go and makes a suggestion to the rest of 
the party. 


“VVe only get one shot at this.” 
İf the character knovvs beforehand that the outcome 
ofa particular roll is vital to their success, that the fate 


of the universe may revolve around that one roll, then 
the player might vvant to spend a Story Point to add 
a little to the rolL The character steels themselves 
for the task, and takes a deep breath. The character 
spends a Story Point and adds an additional tvvo 
six-sided dice to the rol This isn”t a guaranteed 
success, after all you could roll tvvo “1”s - but there is 
a chance you could succeed phenomenally vvelL, The 
player vvitl have to iudge if the task is vvorth spending 
a valuable Story Point. 


İf the Gamemaster agrees, for a particularly vital 
action that may affect everything in the game, the 
player may spend more than one Story Polnt to add 
an extra six-sided die for each additional Story Point 
spent. So if you spend 3 Story Points, you get the tvvo 
extra dice from the first Story Point, and another tvvo 
from the second tvvo Story Points, meaning you d roll 
four extra dice on top of the tvvo you”d normally roll 
İt must be a desperate action that requires so many 
dicel 


“That vvas close, nearly didn”t make itl” 

Failing at something can be disastrous. VVorse, it can 
be fatal if the task is life threatening. Luckily, if you 
fail at a roll, you have the option to “tvveak” the result 
a little and succeed. This must be done straight after 
the roll in question - there”s no iumping back in time 
to fix something an hour or a vveek later. 


As soon as you knovv you ve failed at something you 
have the option to spend Story Points to improve 
the result. A single Story Point vvill bump the result 
up one level in the character"s favour. For example, 
a Disastrous result - vvhich can often be fatal in a 
Conflict - can be bumped up one to a Bad result, A 
Bad becomes a Failure, a Failure becomes a Success 
result, and so on (see pg. 75). 


İf is a truly essentlial roll and you simply have to make 
it, you can spend more than one Story Point at a time 
to succeed from a horrific fail, One point per bump in 
levels means that you can move from a Disastrous to 
a Success result vvith three Story Polnts. 


The only limit in dolng this is that you cannot bump 
a roll in your favour higher than a Success result. 
After all, you vvould have normalily failed, so there”s 
no spending five Story Points to get a Fantastic result. 
Reality can bend a little, but you can”t bend it that far. 
İd breakl 


Of course, you can end up spending more points than 
planned. Vitlains have Story Points as vvell, and it may 
be that a pivotal Conflict becomes a match betvveen 
vvho is vvilling to spend the most Story Points to vvin. 
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Example: ./ourney Blue is being chased through the 
corridor of a spaceship by a couple of Daleks. As she 
runs, one of the Daleks opens fire vvith a mighty shout 
of “Exterminatel” /ourney s player, Nick, hopes to 
have her dive behind a bulkhead for protection, and 
rolls the dice, adding her Coordination 9 Athletics. 
Nick rolis and gets a meagre 8. The Dalek shoots and 
the Gamemaster, Peter, rolİs a couple of very lucky 
ös, making the Dalek s result 18. A Fantastic result 
for the Dalek fand a Disastrous result for ./ourney 
Blue, meaning instant extermination as the Daleks 
vveapon is Lethall. Rather than see ourney die in 
a flash of light and a glovving skeleton, Nick opts to 
spend Story Poilnts to save her bacon. Nick spends 
Ə Story Pofnts, bumping the Disastrous result up to 
a Success. The Dalek has a Story Point as vvell, and 
Peter decides that Zourney shouldn f get avvay qulte 
so easily - he spends the Story Point and knocks 
-ourney back to a Fallure. 


Nick doesn ft vvant to spend another precious Story 
Polnt, and accepts the 4 levels of Damage suffered 
from slammıng into the bulkhead avvkvvardiy. A small 
price to pay for not getting exterminatedl 
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“ItVVas dust a Scratch” 

The rules usually mean that a character vvill only 
realiy receive an iniury vvhen they have run out of Story 
Points and cannot avoid taking damage (by spending 
points to bump the results as abovel. 


Hovvever, characters may opt to accept the inlury, 
possibly to gain Story Points for making things 
dramatically exciting (see “Gaining Story Points” on 
pg.106). 


İnfuries are usually ignored from one adventure to 
the next, unless the Gamemaster decides that the 
inkury is particularly severe or long term İvvhich 
can sometimes involve gaining a Bad Trait). The 
Gamemaster may allovv players to “buy off” iniuries 
for Story Points at suitably qulet moments or if the 
character needs that extra boost /ust before the 
climax, vvhen they get their second vvind. This can be 
particularly handy in tvvo- or three-part adventures 
vvhere the characters have little time to recover. 


Every Story Point spent in this vvay restores half 
(round up this time, vve”lL be generous) of the 
attribute levels that have been Lost due to iniury or 
losing a Conflict. 


Example: Danny has taken a couple of hits and 
last lost 5 levels of attributes from these iny/urles, 
so could spend a Story Pofnt and recover 3 of them 
(2.5 rounded upl. His player can decide vvhich 
attributes are restored, but it should be rationalised 
vvith a suitable explanation (second vvind, grim 
determination, five minutes sat dovvn, nice cup of 
tea, or something similarl. 


“Doing something remarkablel” 

Sometimes the Doctor does something absolutely 
remarkable, and his companions have been knovvn 
to do the impossible vvhen the chips are dovvn. İn 
this game, everything is possible, but it comes vvith 
a high price. For example, the Doctor traps the 
Family of Blood in various places for eternity, Rose 
absorbed the heart of the TARDIS to banish the Dalek 
fleet to dust, and the Doctor managed to escape the 
Pandorica by popping back in time to give Rory the 
Sonic Screvvdriver so he could free the Doctor to 
allovv him to go back in time to give him the Sonic 
Screvvdriver. Hovv could this be possible and hovv can 
you do this in the game? 


İn preparation for the coming game, the Gamemaster 
chats vvith the Doctor”s player and they decide that 
the most fitting and dramatic vvay to deal vvith the 
Family of Blood is to give them a suitably dramatic 
demise. The Gamemaster and the Doctor”s player do 


not knovv vvhat that/(l be yet, but they think iUs going 
to be big, and may require a lot of Story Poilnts for the 
Doctor to pull it off. The Gamemaster says he”ll give 
the Doctor”s player a vvhole load of Story Points to 
accomplish this but he”ll have to do something realiy 
dramatic to earn these points. The Gamemaster 
has an idea for a cool adventure, turning the Doctor 
human for a vvhile. lUd make a great story, add some 
dramatic tension and challenge the player to be 
someone else for a vvhile. İn return, the Gamemaster 
says that vvhen the time comes, the Doctor vvill have 
a vvhole heap of extra Story Points that should be 
used to dispatch the Family at the climax. 


İn the other example, the Gamemaster discusses 
vvith the Doctor”s player about dealing vvith the end of 
the last game session, vvhich savv Rory turned into an 
Auton, Amy dead by his hand, and the Doctor trapped 
in the Pandorica. The Gamemaster gives the Doctor 
a load of extra Story Points to save the universe, vvith 
the understanding that the Doctor vvill have to make 
a massive sacrifice in the end to complete the task. 


Hopefully, these examples give you an idea of hovv all 
this vvorks, vvithout going into too much detail vvith 
numbers and points and such. Basically, if you do 
something suitably dramatic, brave or selfless, that 


makes a great story, the Gamemaster vvill avvard you 
extra Story Polnts that can be used to do dramatic 
and cool things that make a great story fantastic. 


“Hang on, l have an ideal” 

This is vvhere things get a Little radical. Story Points 
allovv you to bend the plot and manipulate the story 
to save yourself in times of need. The “unlikeliness” of 
vvhat you vvant to happen determines hovv many Story 
Points this costs. İt could be anything: The mafor 
villain decides he vvon”t kill the entire group because 
he"s taken one look at Clara and fallen madly in love, 
or the TARDIS fust happens to knovv vvhere to go to 
rescue the rest of the group vvho are trapped, despite 
you not knovving hovv to pilot it. The possibilities are 
endless. Hovvever, the Gamemaster vvill have to 
approve, and vvill determine hovv expensive it is golng 
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to be. They may decide that there is no vvay that your 
idea vvill vvork, but instead of the villain falling for 
Clara, his chief guard vvill as it is more likely and less 
upsetting to the plot. İn fact, it may lead to a vvhole 
nevv plot tvvistl 


“VVhat”s that you”re building?” 

Some obiects and devices are so intrinsic to the story 
that they are knovvn as Gadgets İnote the capital 
there, its importantl). Gadgets such as the TARDIS 
or the Doctor”s Sonic Screvvdriver have Story Points 
that can be used by anyone vvho has the item. 


Gadgets vvith Story Points can sometimes do things 
that they re not designed for. The Sonic Screvvdriver, 
for example, can open doors but it can be used 
for so many other tasks outside of “sonic-ing and 


STORY PÜINT GUİDELİNES 


dust hovv many Story Points should you gain or spend from a dramatic turn of events? Belovv are a 
fevv guidelines on hovv many to spend to “bend reality” or hovv many a character should gain for doing 
something that vvill move the story along or aid the Gamemaster:s plot. İn extreme and dramatic 
circumstances - and vvith the Gamemaster”s approval, of course - players may spend their Story 
Points together to achieve suitably grandiose effects. 


POINTS 
1-2 


EFPELT 


Tiny: lUs a small expenditure to make a change, but its only small stuff. You remember you 
had at that particular moment vvhen not vvearing a hat vvould have been a tremendous faux 
pas, or you remember vvhere you dropped a vital piece of equlpment. 


Minor: This is still fairly expensive for your average character, but it doesn t bend reality 
too drastically. At that vital moment, they vvork out hovv to generate the povver needed to 
restart the ship, or make the villain”s henchman faltl in love vvith the character, allovving 
them to escape later. 


Medium: This is a pretty hefty amount for a character, but this could be a lifesaving plot 
tvvist - a squad of UNİT soldiers turn up to investigate the strange happenings, /ust as 
the characters are finding themselves outgunned, or they Learn that the only vvay to save 
another character is through an extreme sacrifice of their ovvn. 


Serious: VVe”re getting into real plot-changing details here. The TARDIS materialises 
around the characters after they have been throvvn out of the ship-s airlock into space, or 
the player agrees that their character should be captured and vvork for the villains as a 
double agent for the entire adventure. 


Massive: İt is rare that something quite as plot defining as this vvill boil dovvn to spending 
or receiving Story Points, but this is reaching the levels of Rose absorbing the heart of the 
TARDIS, and the sacrifice she (and later the Doctor) makes to remove the Daleks from the 
universe. 


Cümactic: There are fevv events so massively important that they vvould need this many 
Story Points, and its rare that a character vvill have so many points to spare. This is up 
there vvith trapping villains for eternity in the heart of a star or rebooting the universe, and 
a character vvould have to do something serious to earn that many points, such as being 
trapped by an alliance of enemies in an eternal prison, or turning human and changing the 
character”s memories to blend in (see “Doing Something Remarkablel”). 
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entering”, such as plugging the Sonic Screvvdriver 
into a microvvave oven to send a commuhnication 
signal into space. Story Points spent like this come 
from the Gadgets Story Points, not the character”s. 
These can be topped up by the character, or by 
the Gamemaster if they think it serves the plot. 
The Gamemaster may revvard the device a bit like 
“Doing something remarkable” above, if the device is 
removed, put in danger or temporarily destroyed as 
part of the story. 


VVild superscience devices can be created as vvetl 
vvith a little “iggery-pokery”. Devices can do fantastic 
things or iust aid the story such as the "Timey-VVimey 
Detector” or the genetic analyser that the Doctor 
cobbles together in Manhattan. These items have 
Story Points that are from the person vvho creates 
them, as if the item s creator is investing points into 
the device. İt can also be a handy vvay of transferring 
Story Polnts from one character to another in times 
of need, by passing the Gadget on. 


Further information on creating superscience 
devices and "iiggery-pokery” is on pg.113. 


“Like this, Doctor?” 

VVith a little instruction, even if the character is 
totally unskilled at dolng something they may be able 
to help. İn this case, as long as someone has told the 
character vvhat to do and hovv to do it, by spending 
a Story Point, they can do something technical that 
they ve no skill in. This is limited to very basic things, 
like pressing the right sequence of buttons, cutting 
the right series of vvires at the right time or using 
the Sonic Screvvdriver to open doors. İf you ve been 
shovvn exactly vvhat to do, you spend a Story Point 
and effectively have the same skill as the person 
vvho shovved you hovv to do it, ignore the unskilled 
penalties, and roll using your character”s attribute 
a the tutor s skill, as if you knovv vvhat you re doing. 
This vvill only last for one specific scene, and cannot 
get a result higher than a Success. 


Example: The Doctor needs to rush off and vvork 
on the TARDIS” engines vvhile it spins out of control 
into a black hole. He tells Courtney that she needs 
to keep pressing a sequence of buttons land hitting 
the console at the right moment) that" control the 
tribophysical vvaveform macro-kinetic extrapolator 
and offset the black hole s inexorable pull, She hasn ft 
a clue vvhat she s dofng, but after a quick lesson it 
looks a bit like a game she has on her smartphone. 
Her skill, after spending a Story Pornt, is equal to the 
Doctor s vvhen rolling to activate the extrapolator. 
Courtney cannot get higher than a Success on the 
rolls, but it should be enough to protect the ship 


vvhile the Doctor sorts it out. İf, in a later scene, shes 
asked to do the same again - she can spend another 
Story Point and be shovvn again vvhat to do, or fust 
admit that she didn ft knovv vvhat she vvas dolng and 
v/as fust pressing buttons randomly İvvhich seemed 
to vvork1l. 


“You can do it, I knovv you can.” 

İUs getting near the end of the adventure, things are 
getting desperate and you re out of Story Polnts. 
You knovv you ”ve got a frantic dash across an open 
courtyard vvhile Sontarans are shooting at you, and 
is golng to be almost süicidal vvithout some Story 
Points. Luckily, the Doctor has loads - he”s done 
some realliy daring and astounding things so far, and 
put himself in terrible danger to help the hopeless. İf 
only you had some of his Story Points... 


That”s no problem. Characters can donate Story Points 
to each other to help through a particularly mafor 
moment. This can be done in many vvays, a dramatic 
and rousing speech, a vvord of encouragement or 
even a kiss. İf its dramatic, moving, rousing and 
encouraging, and the other player is vvilling to share 
their Story Points to keep you golng, then this should 
be encouraged. 


GAININ6 STORY PDİNTS 

The Gamemaster avvards Story Points for many 
reasons. Often, fust completing a set task vvill be 
enough to net the player a couple, though more vvill 
be avvarded for making the adventure dramatic, 
exciting and playing "in character”. Good roleplaying 
İs essential, and the Gamemaster vvill revvard this. 
Good roleplaying and achieving your goals (both the 
ones in the story and your Personal Goat (see pg.66) 
vvilL not only result in gaining Story Points, but may 
lead to improving skills, traits or even attributesl 


Making the story dramatic doesn”t mean that you 
should be acting foolishly or recklessly, unless that 
İs part of your character”s personality and nature. 
Shovving ingenuity, bravery and above all making 
the adventure (and the game as a vvhole) fun vvill be 
revvarded. 


Have a Look at a fevv of these examples to see hovv 
players can gain Story Points for doling something 
dramatic. 


“Vvvon”t leave them behindI” 

Heroes do heroic things, like risking their lives 
for their friends or putting themselves in danger 
to save an entire planet of innocent victims. Most 
of the time, the characters vvill be heroic in every 


adventure, but every novv and then they vvill be 
placed in a situation vvhere they can choose to save 
themselves and escape or put their ovvn lives at risk 
for the sake of others. Putting the safety of innocents 
and their friends before themselves is vvhat makes 
the characters special. Choosing to act heroically 
at the appropriate moment deserves revvard. İf the 
Gamemaster decides it is fitting and the character 
isn”t acting foolishly or out of character, they vvill 
avvard 1-3 Story Points for their bravery. 


“Captured... yet again.” 

Sometimes it suits the plot better to fust give in and 
get captured, rather than force another fight. The 
Doctor vvill usually allovv himself to be captured 
rather than resist violently. After all, you can alvvays 
plot your escape later if it means that you prevent a 
fight vvhere innocent people could be hurt or killed. 


Giving up and getting captured, if it suits the 
storyline and doesn”t cause malor problems for 
the Gamemaster (it shouldn”t dol, vvil. mean the 
character vvilL gain one or tvvo Story Points to use 
later - usually to help execute their escapel 


“Il can”t do that, I iust can”t...” 
Bad Traits are there for many reasons - they make the 
character more interesting, give them some foibles 
that spice them up a bit and provide restrictions 
to their abilities and behaviour. 
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A character vvith the Distinctive trait, for example, 
vvilL act and/or dress in vvays that make them stand 
out ("lvvear a Fez novv, Fezzes are cooll”), and having 
the Phobia (Spiders) trait, it is assumed that you 
vvill remember this fact vvhen you come face to face 
vvith the Empress of the Racnoss. İf you play to your 
vveaknesses and remain in character, throvving in 
some moments every novv and then that shovv your 
limitations, you vvill receive a Story Point (sometimes 
tvvo if it is a Maflor Bad Trait and excellent timing for 
the plot). Examples include accidentally dropping 
something vital dovvn a lift shaft due to your Clumsy 
Bad Trait, or vvading into a situation vvithout checking 
first due to your İmpulsiveness, or refusing to allovv 
the alien to die because of your Code of Conduct. 


LOSIN6 STÜRY POINTS 


“As if I vvould ask her to kilL” 

Killing is vvrong. Simple as that. The Doctor vvill not 
allovv it and knovvs that killing is alvvays the vvorst 
possible solution to any problem. Even vvhen you have 
to kill from merey or necessity, it leaves things vvith 
a bitter aftertaste and people are noticeably changed 
from the experience. Even during his time vvith UNİT, 
the Doctor preferred risking his ovvn life trying to 
negotiate vvith hostile species like the Silurians, 
rather than greeting them vvith hostile force. 


There vvill be times vvhen the characters 

have to defend themselves, or times vvhen 

they have to leave people behind, but /” - 
the Gamemaster vvill knovv vvhen you”re 
doing the right thing. 
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Hovvever, killing in cold blood - deliberately - 
against unarmed opponents, is very vvrong. İf the 
Gamemaster feels that the character has killed 
someone or something that vvas unnecessary, they 
vvill lose ALL of their Story Points. İf it is done in a 
particularly cold-hearted vvay, the Gamemaster may 
even deduct half of all of the other players” Story 
Points too, as they should have stopped you. 


MAXIMUM STURY PÜUINTS 

VVhen the characters vvere created they ended up 
vvith a Story Point total - this is their maximum 
number of Story Points betvveen adventures. İn 
most cases this is 12, though if the character has 
purchased some Special Traits this might be lovver 
(or higherl), As the adventure progresses, the 
character can hold more Story Points than this, 
though usually this is building up to a big expenditure 
at the story s climax. VVhen the adventure is over, 
the characters usually heal all their vvounds, and 
if their Story Points are above their maximum, they 
are reduced back to 12 (or vvhatever their maximum 
isl. If they have less than that, the Gamemaster vvill 
ust replenish vvhat they think is fitting depending 
upon hovv vvetl they have played. 


65 GRUVING FROM EXPERİENCE 


Sounds like one of those nevv-age evening classes, 
doesn t it? Here”s vvhere vve go into detail to look at 
improving the characters over time. 


The Gamemaster vvill revvard good roleplaying and 
teamvvork in many vvays. İt vvon”t happen every 
session, but usually at the end of an adventure full of 
exciting gaming vvhen the players are really getting 
involved and doing Lots of cool stuff, the Gamemaster 
may revvard them vvith the chance of improving the 
characters. 


İf they ve played in character, made the game fun 
and exciting, and helped to tell a great story, the 
Gamemaster may revvard them by allovving the 
player to increase a suitable skill, gain (or remove) 
a trait, or in rare cases even increasing an attribute. 
Such revvards are especially forthcoming if the 
character has, in some vvay, achieved their personal 
Goal, Here”s hovv: 


ATTRIBUTES 

VVith exercise, practice and dedication, a character”s 
attributes can increase. lUs not easy, and isn”t Uikely 
to happen very often, but vvith vvork, attributes can 
grovv to reflect the character”s development and 


experience in time travelling adventures and saving 
the universe. İncreasing an attribute is very rare, but 
it can happen - usually no more often than once in a 
dozen adventures. 


Has the character done enough to vvarrant an 
increase in an attribute? Have they done something 
that reflects the attribute in question? Have they 
been particularly ingenious over the last fevv of 
adventures, or have they shovvn great determination 
and drive? The attribute in question should be 
something that has come into play significantly over 
the last couple of adventures or sessions. 


İncreases in attributes are rare, but these increases 
are particularly rare in above average attributes. 
Travelling vvith the Doctor (or simply striving to make 
the universe a better place) usually brings out the 
best in people, and makes them above average. 
Amy vvas fust a kissogram vvho vvent on to save the 
universe vvith her boyfriend, Rory. Attributes that are 
less than average İ2 or vvorse) are more likely to be 
improved than those that are already above average 
(4 or better). Hovvever, if the Gamemaster and the 
player agree that an attribute has come into play a 
lot in recent adventures and vvarrants an increase, 
then it can be done. 


People don”t suddenly get stronger or smarter 
overnight, and this is vvhy you need to rationalise 
it vvith the player. Maybe the increase vvill be the 
result of a story suggested by the Gamemaster 
or increased over time through a sub-plot thatll 
cover many adventures. İt may take a Üttle vvhile, 
but attributes can be raised if the story permits it. 
Of course, if you re a normal human, your attributes 
can never go above ö. For alien or extraordinary 
characters, attributes can grovv above level ö, but 
this is incredibly rare. 


SHILLS 

Skills are more likely to improve over time, but again 
they require some practice. Using a particular skill 
a lot means you”re bound to get better and better 
at it (even if you keep failing all the time, as vve do 
learn from our mistakesl. VVhereas attributes only 
İncrease maybe once in a dozen adventures, skills 
can improve more often, but only vvhen it is fitting to 
the development of a character. 


İncreasing a skill cannot be done attthe same time as 
raising an attribute, and again there should be some 
rationale behind it: have they shovvn some great skill 
at driving during a car chase, for example? Then 
their Transport skitl should be increased. İf you vvant 
to increase something different, you can, but players 
should discuss things first vvith the Gamemaster to 
try to come up vvith a good reason for their sudden 
improvement. And its not fust skills that can improve: 
you could gain a nevv Area of Expertise if you ve realiy 
developed an affinity for something. 


REMOVIN€ BAD TRAİTTS/ 
BUYIN6 G00D TRAHTS 


Bad Traits are a nuisance. They can be detrimental to 
the character and hinder their progress. Sometimes 
they have been gained through inlury or psychological 
trauma, though often they have been picked during 
character creation to make the character more 
interesting and to gain extra polnts. As these traits 
can be such a paln, its only sensible that you may 
vvish to remove them. 


This isn”t easy. lUs not like you can suddenly regain 
the use of a missing hand (unless you ve recently 
regeneratedl). The Gamemaster vvill listen to the 
request to remove the trait and together vvith the 
Gamemaster players can formulate a vvay to vvork 
removing the trait into the storyline of one or more 
adventures, vvhether it is gaining the technology that 
vvil. remove a physical impairment, or vvorking at 
their fears to overcome that particular phobia. 


İn a similar vvay, the character could develop a nevv 
Good Trait if itsuits both the character and the story. İn 
most cases, these are fust Minor or sometimes Maflor 
Traits, but in rare occasions fespecially if it suits the 
plots the Gamemaster has plannedl a Special Trait 
can be developed. A prime example of this is Captain 
dack and his indestructibility. dack goes from being 
a debonair con man to Earth-defending hero and if 
this vvas part of the game, the Gamemaster could 
bestovv dack vvith the regenerative povvers that Rose 
gives him accidentaliy, making him a more important 
character. Such mafor changes can unbalance the 
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game, and character”s maximum Story Point totals 
may alter to reflect this. 


Again, removing Bad Traits or gaining nevv Good 
Traits does not happen overnight, and only realiy 
occurs after great gaming that deserves an 
equally great revvard. 


CHANGINü YDÜUR PERSONAL G0AL 
Personal Goals are quite deep-seated in the 
character”s personality, but it doesn” t mean 
that they cannot change. İt doesn”t happen 
often, andvvill need some rationalisation 
vvith the Gamemaster. İt may occur 
after a Goal has been satisfactorily 
reached, or if there”s something nevv 
the character vvants more. İt should 
only happen in betvveen adventures, 
and then not very often, only to 
reflect an important change in the 
character”s motivation or personal 
storyline. 


İNCREASING STÜRY PDOİNTS 
Story Points are replenished a 
little in betvveen adventures, but 
sometimes characters deserve 
a helping hand. They could be 
particularly brave ordinary people, 
but their actions deserve a revvard. 
The Gamemaster may offer the 
character a boost to their Story 
Point Limit, raising it above their 
usual maximum. Again, this isn”t 
common, but sometimes great and 
dramatic storytelling means that their 
Story Point max should be raised to 
encourage even more dramatic storytelling. 


ERUVİN6 AS A PERSUN 

İgnoring points, it could be that the character 
simply grovvs. Not physically (unless they re vvere 
a child vvhen you started playing the character), 
but as a person. Dont forget that character 
development can be more than flust numbers. The 
Gamemaster can revvard the players vvith Gadgets, 
equipment, an interesting sub-plot like a romantic 
encounter or a spotlight adventure vvhere their 
character can really shine. There are many vvays a 
character, and the player, can be revvarded for a great 
bit of game playing vvithout iust increasing numbers 
on the character sheet. 
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69 BÜOYS AND THEIR TÜYS 


There are tvvo kinds of item in the Doctor VVho 


Roleplaying Game: Equlpment and Gadgets. 
Equipment refers to normal items that you use, such 
as tools, torches and so on. Gadgets are something 
special, they do cool things and can be the focus of 
vvhole adventures. 


EQUIPMENT 


Equipment is the everyday sort of item you see 
around you. Nothing too important - a can opener, a 
map, a torch or a gun. They may be useful and help 
you during adventures but, aside from doing their iob 
as a tool, they have no extra abilities and do not give 
the user any additional skilL. 


Example: İf Dannys trying to open the side of a 
computer terminal on a spaceship, he takes out his 
trusty screvvdriver fa normal one, not one of these 
fancy sonic or laser thingsİ and has a go at opening 
it. 


Normaliy, his player, İngrid, vvouldn t need to make 
a roll, but if there s something that makes it tricky 
lits dark, or the bad guys are beating dovvn the doors 
and time is of the essencel, the Gamemaster, Peter, 
may ask for a Coordination 4 Technology roll. The 
screvvdriver itself doesn t affect the roll - but it vvould 
make the task much harder, almost impossible, if he 
didn 7 have itl 


The only things to look out for are vehicles İnot 
a tremendously common thing in the Doctor"s 
adventuresl and equipment from outside of your 
time and technological experience. This is vvhy 
each character has their place of origin and the 
Technology Level they are accustomed to marked 
on their sheet. 


TELHNULDOEY LEVELS 

There are times during the game that characters 
may encounter technology from outside of their 
home time period. This could be flintlock pistols, 
crystal computers, space ships or Bakelite radios. 
To help space- (and time-l faring species avoid any 
technological or cultural mistakes, such as arriving 
in the Palaeolithic Era and accidentally leaving a 
TV remote control behind, planets and places are 
labelled vvith a Technology Level, 


As noted many times in the Doctor”s adventures, 
Earth in the late 20th and 21st century is a Level 5 
planet (see the table on pg.ö6l. 


İf a character uses technology from outside their 
home Tech Level, they incur a penality to the rolL 
Every level the technology is more advanced than the 
character imposes a cumulative -2 penalty. Every 
level the technology is belovv the character results in 
a -1 penaliy İit is easier to use items from your past 
than it is your future). 


Example: Clara is trying to get the TARDIS to vvork 
vvhile the Doctor isnt present. The Gamemaster 
normally vvouldn”t allovv such an action as she 
doesn 7 have the Vortex trait, but she fust vvants to 
move it to another part of the building to rescue the 
Doctor, not to time travel. Clara is from 21st century 
Earth /Tech Level 5), vvhereas the TARDIS is Tech 
Level 10. That s 5 levels above her experience, so 
that "ll be 5 x -2 penalties  -10. İts unlikely that she s 
golng to be able to get it to vvork, at least not hovv she 
vvants it to. 


VEHIULES 


The Doctor doesn”t use many vehicles. He has his 
TARDIS, so he”s doesn”t usually need any other form 
of transport. There vvas a time vvhen he vvas exiled 
to Earth and had a couple of nice cars İBessie, and 
the VVhomobile), but the Doctor is a little too mobile 
(both in time and spacel to rely on vehicles. 


VVe”li look in greater depth at spaceships, space 
stations and time craft in a future expansion, but for 
novv all vve need to vvorry about is hovv fast vehicles 
can travel in a Chase, and hovv much damage or 
protection they can offer in a Conflict. 


Vehicles have an Armour Rating and a Hit Capacity, 
ust like forms of cover İsee pg.?1). These numbers 
tell you hovv much damage they can protect the 
occupant from, and hovv much damage they can 
take before they are destroyed. İf they take more 
than half of their hit capacity, their effective Speed 
is halved as vvell, İf its hit capacity is reduced to 
zero, the vehicle stops vvorking and either crashes 
or comes to a stop. 


VVhen it comes to hovv fast a vehicle can travel, the 
number of Areas it travels is determined by the 
vehicle”s Speed added to the driver”s Coordination 
(reflecting their reaction speedl. The total determines 
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hovv many Areas they can travel in an action round. 
For example, a car has a Speed of 8, being driven by 
someone vvith a Coordination of 2, giving them a total 
Speed of 10. 


You can go faster than the vehicle"s normal Speed, 
but its more difficult and you” have to make a rotl, 
using their Coordination 4“ Transport (see Chases, 
pg.?8)l. Some faster vehicles offer more than the 
usual bonus Areas. The Speed given for a vehicle 
like this is its best controllable Speed - vehicles can 
travel slovver than this. 


Example: The Doctor and Strax are chasıng after 
the Half-face Man. The Half-face Man is galloping 
off on a pony and trap, Strax is giving chase in his 
stagecoach and the Doctor is left to follovv on foot. 


First action round, the Half-face Man, Strax and 
the Doctor all check to see hovv vvetl they do in the 
Chase. The Half-face Man is on a pony and trap, 
vvhich has a Speed of 6 to add to his Coordination. 
The stagecoach adds 8 to Strax” Coordination. The 
Doctor is still on foot so he oniy has a Speed of 5. The 
Half-face Man starts 3 Areas aheadl of Strax and the 
Doctor. He adds his Coordination of 2 to the Speed of 
ö to get a total of 8. Strax added his Coordination of 4 
to the stagecoach s 5 to get ?. Every nevv round, Strax 
vvill catch up by 1 Area. The Doctor has a Speed of 5 
from being on foot so the horses vvill gain 3 Areas 
every round on him, so they vvill quickiy vanish into 
the distance after a couple of rounds. He stops and 
leaves Strax to continue the chase. 


V/ith the Half-face Man 3 Areas ahead, Strax vvill 
catch up in 3 rounds. The Half-face Man can see 
Strax is gaining and trtes to pull a Stunt to get avvay. 
He hopes to svverve around a cart of stravv that is 
blocking the street ahead, hoping to shake Strax. 
He s golng to leave it to the last minute, and sets the 
Difficulty at a tricky 15, vvhich is golng to be a long- 
shot. He has a Coordination of 3, Transport skill of 1, 
and rolls a 10 for a total of 14. He fails, the pony pulls 
up short and the trap smashes into a vvall, At a Speed 
of 8 hitting the vvall does half of that in damage İso, 4 
levels of damagel. Hovvever, Strax has to make that 
roll too, adding his Coordination of 2, Transport skill 
of 3 and a roll of 10 for a result of 17. He fust makes 
it and svverves the stagecoach around the cart in 
time. The Stunt didn”t vvork out as the Half-face 
Man planned - he is in/fured and the trap has been 
damaged. lt has lost half of its Hit Capacity, so the 
trap s Speed is halved to 3. 


V/ith its vehicle damaged, Strax is golng to catch up 
very soon. 
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SAMPLE VEHICLES 


ARMÜUR HİT tAPALITY 
Motoreycle ö 
Car 12 
Truck 18 


VEHICLE 


SPEED 


€9 GADGETS 


Gadgets are a vvhole different matter. They re 
something realily special, and can do amazing 
things. The Doctor”s Sonic Screvvdriver and Psychic 
Paper are Gadgets, and they have a number of traits 
that can help your rolis. For example, if the Doctor 
decides to help Danny vvith that computer terminal, 
he takes out the Sonic Screvvdriver and makes the 
same Coordination and Technology roll, adding the 
bonus from the Screvvdriver”s Open trait into the rolL 
Things are certainly easier vvith a Gadgetl 


ÜVVNINüu A GADGET 

These remarkable little items are rare to have at 
character creation and should be approved by the 
Gamemaster. Having a Gadget isn”t free, Gadgets 
purchased in this vvay reduce your maximum Story 
Point totals, but it does mean that the Gadget is 
rarely Lost. The good thing about getting a Gadget this 
vvay is that if it goes missing or is broken, the Gadget 
İS assumed to be fixed or replaced at the beginning 


of the next adventure. After all, the Doctor”s Sonic 
Screvvdriver may overload and get fried or run out of 
povver for an adventure, but ifs vvorking good as nevv 
in time for the next one. 


This doesn”t mean that the Gadget can”t be removed 
permanenttly. İf the Gamemaster thinks that the Gadget 
is being over used, or misuseq, it can be lost as part 
of the storyline, the Gadget being removed İvvith the 
character”s Story Point maximum restored by the 
Gadget/s cost). VVho knovvs, the recovery of the item 
could be a vvhole story in itself, and maybe the players 
vvilLlearn not to rely on such gadgets all the time. 


Gadgets come in various sizes, flust like traits: Minor, 
Mafor and Special, 


Minor Gadgets cost 1 Story Point and can hold a 
single Minor Trait. They may hold a Malfor Trait for 
tvvo Minor), but must take a Bad Trait to “pay” for the 
extra cost, such as Restriction or One Shot. They hold 
1 Story Point, and this can be used so the Gadget can 
do something novel or different, though the effect 
of this vvill be fairly small. Creating an item like this 
during the game vvith liggery-Pokery has a Difficulty 
of 12-18, and takes around an hour to complete. 


Maifor Gadgets cost 2 Story Points and can hold 
one Mafor or tvvo Minor Traits. They may hold an 
additional Mayor (or additional tvvo Minor Traits - 
up to 4 points” vvorth in total) but vvill need to take 
a Bad Trait or tvvo to “pay” for the additional ability, 


DÜCTÜR VVHÜ RULEPLAYIN6G GAME 


such as Restriction or One Shot. They hold 2 Story 
Points, and these can be used so that the Gadget can 
do something that it is not normally designed for, the 
effect of vvhich can be fairly significant. Creating an 
item like this during the game vvith dliggery-Pokery 
has a Difficulty of 17-21, and takes around a day to 
complete vvith the correct components. 


Special Gadgets cost 4 Story Points and can hold 
up to 4 points vvorth of traits (tvvo Mafor, four Minor, 
or any other combinationl. They may hold double 
this, but vvill need to take Bad Traits to pay for the 
additional abilities. They can hold 4 Story Points to 
do odd or remarkable things, vvith some malfor effect 
on the story. Creating an item like this during the 
game vvith liggery-Pokery has a Difficuliy of 21-, vvill 
require the correct rare components and vvill take 
days İif not longer) to complete. 


For example, the Sonic Screvvdriver is a Mafor 
Gadget and has four Good Traits: Open/Close, Scan, 
Transmit and Vveld, and tvvo Bad Traits: Restriction 
(Dead Lock) and Restriction (Complex Controlsl. 
İt can hold 2 Story Pofnts, vvhich can be used to do 
things that the Sonic Screvvdriver hasn t done before. 
It costs 2 Story Points from the characters” Story 
Point pool if purchased at character creation (though 
some traits, such as Time Lord, give the character a 
Tree” Gadget of this vvorthl. 


UİGBERY-PÜHERY 

The Doctor frequently cobbles together a vvild gadget 
vvith a little figgery-pokery. VVhether this is creating 
an alien DNA scanner from a radio or a "Timey- 
VVimey” detector from various household appliances, 
these gadgets vvork fust the same as one gained at 
character creation. Characters vvith the Boffin trait 
can create these gadgets - vvithout that Trait they”(l 
üst cobble together a non-functioning mess of vvires. 


VVhen creating a Gadget in the middle of an adventure, 
the character needs to make an İngenulty - Technology 
skill roll to ensure they have tvveaked the right bits 
and soldered the correct connections. Then they 
spend enough Story Points to temporarily purchase 
the Gadget. 


For example, the Doctor creating the "Timey-V/imey” 
Detector fa Minor Gadgetl is an Ingenuity 4 Technology 
skill roll vvith a Difficulty of 15. İf the Doctor succeeds 
he spends a Story Polnt and decides vvhat trailts the 
Gadget has, vvith guldance from the Gamemaster. İtis 
designed to scan for people belng transported back 
in time after an encounter vvith the VVeeping Angels, 
so it needs the Scan trait. The Doctor could also 
spend a second Story Point and give it another trait, 
like Transmit, if he vvanted, but its not necessary 
for this item. İt takes around an hour to complete, 
and requires the use of a fevv household items la 


— — — — — — — 5 


lap. 
EL. 
— 
mə) 
—i 
ETİ 
mə s) 
—i 
zım 
Ul 
ETİ 
ET1 


cə 
- 
— 
- 
iə) 
m 
— 
- 
ə) 
cz 
uz 
— 
zl 
məl 
Az 
cə 
-—- 
Uz 
— 
sk 
ə) 
cı 
— 
" 
er 
— 
ə 
ca 
uz 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


tape recorder, a lunch box, and a telephone handset 
amongst other thingsl. 


Gadgets created this vvay are temporary items, and 
the Story Polnts used to create them are not deducted 
from the character”s maximum total, fust from their 
current points. They”ll get them back in time. 


More complicated items (Mafor, or Special Gadgets) 
can take a Lot longer to create and can require rare 
and difficult to find items that vvill be the focus of 
a vvhole adventure. The big question to ask before 
going ahead vvith creating any of these gadgets is 
“VVhy do they need them?” If they"re iust making 
something “cause it/s cool, then that/s not really good 
enough to vvarrant the time spent creating it. There 
needs to be a dramatic need for the item - such as 


the Gravity Bubble Generator that vvitl lift a vving of 
Spitfires into orbit or the Perception Filter Keys used 
to avoid the Master. 


69 GADGETS TRAITS 


The Gadget, as mentioned above, has Good Traits that 
affect the character s rolls vvhen they are used. These 
can be traits listed already for creating characters 
(see pg.29) or aliens (see pg.165), or something nevv. 
For example, a cool fetpack might avvard the user 
the Flight trait (one usually restricted to aliens vvith 
vvings or hover abilitiesl. Or, the Gadget can use one 
or more of the Gadqget-specific traits listed belovv. 
These Gadget-specific traits can be taken by Cyborg 
or Robot characters as normal traits, as the trait 
reflects part of the machinery that makes them. 


Gadgets can have Bad Traits. Usually these are 
restrictions on their use. For example, the Sonic 
Screvvdriver is very handy at opening and closing 
things, scanning and all sorts of cool stuff, but it 
can”t open a deadlock and it has the Restriction 
(Deadlocksl trait. 


Traits that can be purchased multiple times are 
marked vvith an asterisk (") 


GÜUD GADGET TRAHTS 


Bigger on the inside 

(Minor/Mafor/Special Good Gadget Trait) 

This trait can be applied to any obfectvvith an interior 
space or holding area, like a bag, backpack or 
vehicle interior. İn effect, the interior of the item is 
a pocket dimension of greater size than is possible 
for the actual volume of the obfect, allovving one to 
store vastly larger items inside, assuming they can 
fit through the opening. 


As a Minor Good Trait the item has an interior 
roughly 10 times its apparent volume. As a Mafor 
Good Trait, the obiect holds roughly 30 times its 
apparent volume. VVeight is still a factor in both 
cases, so even if you can fit a hundred gold bars 
into your “magic bag” you still have to be able to lift 
it. As a Special Good Trait, the item has 30 times 
capacity and its vveight is negligible. This counts as 
tvvo Mafor Traits. 


ALL TARDİSes are assumed to have the Special 
version of this trait by design (even if not specified in 
their profile), but their interior space is infinite and 
the exterior is as vveightless as the operator chooses. 


Compress 

(Minor/Mafor Good Gadget Trait) 

A compression field squeezes molecules closer 
together, making things smaller. İs not dimensionally 
transcendent - its a lot smellier than thatl 
Compression fields shovv up in all sorts of places, 
from Miniscopes to the Master”s Tissue Compression 
Eliminator to the Teselecta iustice vessel to the 
Molecular Nanoscaler that allovved the Doctor to go 
inside a Dalek. The Minor Good version of this trait is 
a one-vvay shrinking - it can make big things small, 
but cannot unshrink them. The Mafor Good version 
can instantly shrink or unshrink a target. 


Delete 

(Maior Good Gadget Trait) 

This means that the Gadget can remove something 
from existence, almost like a one-vvay teleporter. İt 
transforms the item into its component molecules, 
and records it. Usually, the item stored in its memory 
is deleted later, literally throvvn into the obiecUs 
memory trash. Hovvever, it can be stored for up to an 
hour and reconstructed Üdigital revvind” if you likel. 
VVhile the Gadget is holding the item in its memory, 
it cannot be used to delete something else, vvithout 
"trashing” the first item zapped - it can only hold one 
thing at a time. The size of the obyect that can be 
deleted like this is usualiy up to a metre in diameter, 
though this can be doubled if a Story Point is spent. 
İtems vvith the Delete trait usually have a safety 
function to prevent its use on Living tissue, vvhich can 
be taken as the Restriction (Living Tissuel trait. 


Dimension Modification 

(Maior Good Gadget Trait) 

The Dimension Modification trait allovvs a Gadget to 
modify the length, vvidth, height and volume of an 
obiect to any size, large or small vvith little or no harm 
to it, The target can be made as large or small as the 
user likes. The effect vvill only last 2Dö hours unless 
the item is constantiy trained on it and functioning. 


Disable 

(Minor/Mafor Good Trait) 

The Disable trait stops another Gadget from vvorking. 
As a Minor Good Trait the effect only vvorks on one 
particular target - it might Disable a Dalek forcefteld, 
or stop one sort of vveapon from vvorking vvithin its 
area of effect. The Mafor Good Trait is more Ükely to 
drain the povver from every Gadget nearby. Disable 
effects are usually temporary, buta One-Shot Disable 
may destroy its targets at the Gamemaster”s vvhim. 


Entrap 

(Minor/Mafor Good Gadget Trait) 

The Entrap trait means the Gadget is able to 
entangle, restrain, capture or othervvise hold a 
target. Entrapment is equivalent to a Stun result 
except it doesn t go avvay after 15 minutes. İnstead, 
it remains in place until the target is released, or 
until they find a vvay to escape. As a Minor Goed Trait, 
escape vvill usually be a Difficult task. As a Mafor 
Good Trait, escape is usualiy an İmprobable task. 


Forcefield 

(Minor / Mafor Good Gadget Trait) 

The Gadget can proyect a protective forcefield that 
automatically knocks any damage sustained dovvn by 
a level, Damage the character or item vvould receive 
due to a Disastrous Result from the character for 
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a Fantastic from the attacker) is knocked dovvn to 
a Bad (or Good), and a Bad to a Failure. The Maior 
equivalent of this trait knocks the damage dovvn by 
tvvo levels. Many repeated hits might deplete the 
item/s Story Points until the forcefteld is useless. 


İnnocuous 

(Minor/Malor Good Trait) 

A Gadget vvith the Minor Good Trait looks Uike 
something perfectly ordinary. That Engineer”s Mate 
looks fust like a vvrench until you svvitch it on, the 
Scanner”s built into your bog-standard laptop, and 
your leep looks completely normal until you svvitch it 
to flight mode. İn fact, your Gadget vvon”t even shovv 
up as alien technology until you re actually using it. 
A Gadget vvith the Mafor Good Trait has a perception 
filter built into it. People ignore it except vvhen iUs in 
active use, and sort of forget about it aftervvards. 


Open/Close 

(Minor Good Gadget Trait) 

This trait gives the Gadget the povver to open locks, 
and to seal things shut again if necessary. İf used 
vvith the Subterfuge skill to pick a Lock, it gives the 
character a 44 bonus to the roll Locking a door is far 
easier than opening it, as most locks (mechanical or 
electronic) tend to lock vvhen they are tampered vvith, 
giving the character a 46 bonus if the Gamemaster 
decides a roll to lock the door is necessary. 


Scan” 

(Minor Good Gadget Trait) 

The Scan trait means thatthe Gadget can investigate 
something from a range of a metre and see vvhat"s 
going on inside it. VVhether this is a medical 
function, checking inside someone to see vvhats 
vvrong or vvhat species they are, or a technical 
function Looking at the vviring and circuitry of a 
device, it all vvorks on the same basic principle. İn 
most cases, the user has to make an Avvareness roll 
coupled vvith a suitable skill (Medicine for a medical 
or biological scan, Technology to scan the vvorkings 
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of a device or computerl. The Scan trait provides 
a 42 bonus to this roll if the device is designed for 
general scanning. 


İf the Gadget is used only for a specific purpose, for 
example a Medical Scanner, then the trait provides 
a 43 bonus vvhen used for medical purposes, and 
81 vvhen used for anything else - Medical Scanners 
aren”t the best thing to look inside a computer, but 
it may help a Little. If the Gadget is designed for a 
specific purpose, this should be discussed vvith the 
Gamemaster, and recorded on the Gadgets sheet. İt 
could be that using the Gadget outside of its specific 
purpose is useless, in vvhich case it can be considered 
a Restriction. 


Skill” 

(Minor Good Gadget Trait) 

The Gadget is programmed or designed in such a 
vvay that it can perform a specific skilled task vvhen 
the user has no ability. İt could be an electronic lock 
pick (Skill: Subterfuge) or an auto-aiming feature on 
a pistol that aids the user (Skill: Marksmanl. 


The Gadget has a Skill of 2 in a single skill, vvhich can 
be used in place of the character”s skillif higher. This 
is particularly handy for characters vvho completely 
lack the skill as it allovvs them to ignore the -4 
penaliy for unskilled rolls. 


The Gadget is only Skill 2, and provides no bonus to 
the user if their ovvn skill is higher - the operator 
either leaves the device to vvork on its ovvn, or they 
can use their ovvn skill, not both. The trait can be 
taken multiple times, increasing the Gadgets skill by 
1 each time, up to a maximum of 5. 


Track 

(Minor/Mafor Good Gadget Trait) 

The Track trait means the Gadget can find things for 
you. As a Minor Good Trait it can Locate the target 
as long as it is on the same planet, by shovving 
the operator hovv close they are and guiding them 
tovvards it. As a Mafor Good Trait the device can find 
the quarry anyvvhere in the universe, able to offer 
coordinates to its general vvhereabouts vvhere it can 
be tracked on the ground as vvith the Minor Good 
Trait. 


Transmit 

(Minor Good Gadget Trait) 

Transmit is a general Gadget Trait that means 
the device can pick up and/or send out signals, 
from picking up radio or phone transmissions, to 
intercepting calls, blocking the transmissions of 
a teleporter, or something similar. İt can be used 
anyvvhere that signals are transmitted or received to 
block, listen in or alter the message. To use the Gadget 
like this vvill require an İngenuity “ Technolooy roll, 


DÜCTÜR VVHÜ RULEPLAYIN6G GAME 


the Gamemaster deciding the Difficulty depending 
upon the signal being intercepted or received, and 
hovv povverful or distant the signal is, and vvhether 
it is encrypted. 


Teleport 

(Maior Good Gadget Trait) 

Teleport means the user can disappear from one 
location, and instantly appear in another. This is 
usually very draining on the Gadget land itvvitl require 
recharging frequently. Teleporters, or "Transmats” 
are usually dedicated devices as it takes a lot of 
processing povver to not only transport the user, 
but also to check the exit location is clear and avoid 
any nasty materialisation mishaps. The distance 
travelled is usually limited to around 400km (enough 
to get from a planet/s surface to orbit, or to an 
avvaiting shipl, although this range can be increased 
vvith the further use of Story Polnts. 


VVeld 

(Minor Good Gadget Trait) 

The VVeld trait covers all sorts of incendiary uses,- 
the Gadget can be used to burn something, cut 
through thin substances or even solder and vveld 
small items together. VVhile the trait doesn t give the 
task any bonuses, it vvorks as a great multi-purpose 
tool for all your sealing and cutting requirementsl 


Zap 

(Minor or Maior Good Trait) 

The Zap Trait turns the Gadget into a ranged vveapon. 
As a Minor Goed Trait it has tvvo versions: either the 
Zap does 4/L/L damage on people, or it does 4/8/12 
damage but can also make things explode and burn. 
As a Mafor Good Trait it also has tvvo versions: either 
the Zap can hit multiple targets standing close 
together vvith a single shot, or it is strong enough 
that it can blast vehicles or even spaceships.İf you 
are creating a Gadget vvith the Zap trait, remember 
the Doctor”s stance on vveapons İsee pg. 88). 


BAD GADGET TRATS 


Bulky 

(Minor or Mafor Bad Gadget Trait) 

This Gadget is bigger and heavier than it should be. As 
a Minor Bad Trait, the Gadget can be carrted by a single 
person, but its the size of a heavy rucksack. As a Mafor 
Bad Trait, the Gadget fits on the back of a truck. 


This Bad Trait only applies to Gadgets that you”d 
expect to be small, Trying to argue that your flying 
car is Bulky vvill fust make the Gamemaster laugh 
at you, but a Sonic Screvvdriver the size of a tuba isa 
perfect example of Bulky. 
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One Shot 

(Minor Bad Gadget Trait) 

The Gadget has one use, and one use only, so you 
better make it count. One shot, and iUs history. Some 
items ust burn out or explode - others are designed 
to break after doing vvhat they re supposed to. İf the 
Gamemaster feels the use of the Gadget is dramatic 
enough, they may refund the Story Points used to 
build the item. 


Restriction” 

(Minor Bad Gadget Trait) 

Most Gadgets have their limitations. The Sonic 
Screvvdriver cannot open deadlock seals and psychic 
paper doesn”t vvork against people vvith psychic 
training. A Restriction is a specific limitation of the 
Gadget/s current function, not a list of things the 
item doesn”t do. For example, though the Sonic 
Screvvdriver can do many things, it can”t make a good 
cup of tea. This isn”t a restriction, as the Screvvdriver 
doesn”t have a Brevv Tea functionl 


The Restriction should be discussed vvith the 
Gamemaster: it should be something reasonably 
common, but not so common it makes the device 
useless. Does it not vvork through lead? Need a special 
type of fuel to operate? Tricky controls so that only one 
person can use it? These are all great Restrictions that 
can make the device more interesting and cheaper for 
the character to purchase or create (though a Gadget 
vvill never cost less than 1 Story Point). 


Slovv 

(Minor/Malor Bad Trait) 

This Gadget does vvhat its designed to do, but 
it takes its time about it. As a Minor Bad Trait the 
delay betvveen activating the Gadget and something 
actually happening is at least tvvo minutes. As a 
Maior Bad Trait the Gadget can take hours or days 
to get golng. 


GADGET STÜRY POİNTS 

Gadgets are also really handy as they can hold Story 
Points. The Gadget can spend these if their use is 
particularly vital to the story. İn most cases, these 
vvork a Ülttle like a character”s Story Points. They can 
be spent to add an extra tvvo dice to an essentilal roll 
or to do something extraordinary. 


The Story Points the Gadget spends can only be used 
vvhen the Gadget itself is actively being used, you 
can”t spend the Psychic Paper s Story Points to help 
lift.a heavy cave-in to rescue a trapped childl 


The Gadget/s Story Points can be used, as long as 
the Gamemaster approves, to allovv the Gadget to do 
something its not normally knovvn for. 


For example, the Doctor finds himself in quite a 
predicament vvhere the only vvay to proceed is to freeze 
the particles in a chamber. The Sonic Screvvdriver has 
done many things, but freezing isn”t something in 


its trait list. The Doctor realiy needs these particles 
frozenl He opts to use one of the Screvvdriver s Story 
Points, allovving it to do vvhat is necessary. 


VVhen the Gadget runs out of Story Points, it is 
essentially out of povver, broken or othervvise out of 
action. Characters can donate Story Points to "fueÜU 
the Gadget, or the dramatic use of the item can mean 
it is avvarded Story Points. 


This is also a great vvay of helping a character vvhen 
they re lovv on Story Points, by entrusting them vvith 
a Gadget. 


EXAMPLE GADGETS 


2-Dis (Minor Gadget) 

The 2-Dis vvas a device created by the Doctor to return 
obiects and people flattened by the Boneless to their 
normal states. İt resembled a pocket calculator vvith 
a vvebcam and aerial stuck to the top. The Doctor vvas 
inordinately proud of its name, a play on TARDIS, but 
Clara vvas unimpressed. 

Traits:Dimension Modification, Restriction (Restores 
flattened obiects to their original size onlyl. 

Story Points:1 


51st Century “Squareness Gun” (Minor Gadget) 
Handy gun that deletes and restores vvalis and other 
items digitally, as used by River Song and Capt. ack 
Harkness. 

Traits: Delete, Restriction (doesn”t vvork on Living 
tissue). 

Story Points:1 


Datapad (Minor Gadgetl 

ALI purpose scanner, ideal for taking readings from 
ancient monoliths or detecting approaching battle 
fleets. 

Traits: Scan. 

Story Points:1 
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Lockpick (Minor Gadget) 

Traits: Open/Close, Restriction (doesn”t vvork on 
deadlock sealsl. 

Story Points:1 


Electronic Al Lockpick (Maior Gadgetl) 

Traits: Open/Close, Skill: Subterfuge 3, Restriction 
(Electronic locks only, not on deadlock sealsl. 

Story Points:2 


Engineer”s Mate (Minor Gadgetl) 

An electronic and futuristic Svviss Army knife of the 
tech vvorld. Able to diagnose tech problems and 
helps the user to try and fix it. 

Traits:Scan, Technically Adept (gives the user the same 
bonus as if the character had the Technicaliy Adept 
Trait), Restriction (scan technological items onlyl. 
Story Points:1 


Engram Eraser (Mafior Gadgetl 

As used by some governments to erase memories of 
vvitnesses to extraterrestrial incidents. 

Traits: Delete, Psychic, Restriction (Delete function 
only vvorks on memeriesl. 

Story Points:2 


Hallucinogenic Lipstick (Minor Gadgetl) 

River Song”s escape method of choice, making people 
see vvhatever she vvants them to see. 

Traits: Hypnosis (Mafor), Restriction (Effect limited 
to 30 minutesl. 

Story Points:1 


Molecular Nanoscaler (Maior Gadgetl 

A Molecular Nanoscaler vvas a large device used 
in the future to miniaturise surgeons so they could 
operate on a patient from vvithin. The device the 
Doctor encountered onboard the spaceship Arrstotle 
vvas put to a different use, hovvever: to allovv the 
Doctor and his companions to physically enter a 
malfunctioning Dalek. 

Traits: Compress (Mafor), Teleport, Bulky (Maiorl. 
Story Points:2 
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Psychic Paper (Minor Gadgetl 

Psychic Paper shovvs the vievver vvhatever the user 
vvants them to see, or vvhat the vlevver thinks they 
ought to see. 

Traits: Psychic, Restriction (doesn tvvork on psychically 
trainedl. 

Story Points:1 


Rear Vievv Scanner İMafor Gadget) 

Strange mounted devices that allovvs you to see 
invisible creatures and identifies them, but only 
vvhen vlevved in the mirror. 

Traits: Restriction (only vvorks in reflection), Scan, 
Special İreveals invisible entitiesl. 

Story Points:2 


Sonic Screvvdriver (Maior Gadgetl 

The most recognisable of Gadgets, variations of this 
device exist across time and space, from Sonic Pens 
to Sonic Lipsticks. Hovvever, none are as special as 
the Doctor”s, the subfect of over 1200 years vvorth of 
customisation and tinkering. 

Traits:Open/Close, Restriction (Cannotopen Deadlock 
Seals, Tricky Controls), Scan, Transmit, VVeld. 

Story Points:2 


Vortex Manipulator (Special Gadgetl) 

As used by 51st Century Time Agents. This version 
is not usually for player characters and costs 10 
Story Points, more than double that of a normal 
Special Gadget, as its time fumping abilities are fully 
functional, The Gamemaster may design a game 
around a group of characters vvhose only transport is 
vvith one of these, at vvhich point the Gadget is Tree”, 
like a TARDIS. See Chapter Four: Time and Time 
Again. ack”s Vortex Manipulator is a Malor Gadget 
version, vvithout the Vortex trait fthough it can be 
activated for short perfods if the story vvarrants it, vvith 
the expenditure of Story Pointsl. 

Traits: Scan, Transmit, Teleport, Vortex (Special Trait), 
Restriction (Short Temporal lumps only). 

Story Points:10 
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TIME AND TİME AnAIN 


69 TIME TRAVEL 


So hovv does time travel vvork? Can you mess around 
İn the past vvithout changing the future? İf you 
can”t change the future vvhats the point in messing 
around? VVhat is the past and future anyvvay if you 
can be anyvvhen you like? As the Doctor says, its 
complicated, very complicated. 


For most of us, time happens in a straight line. 
Actions are follovved by reactions and consequences 
and the vvorld makes sense. VVe knovv that things in 
the past affect things in the future. This makes life 
a lot easier to manage, as you only have to vvorry 
about the consequences of your actions after you are 
committed to them. 


VVhen you have the ability to travel in time, things 
get more complicated. Events still occur to you 
in the same order, hovvever as far as the universe 
İs concerned, actions you take in the future can 
influence the past. Your personal timeline and the 
linear chronology of the universe go out of sync. 
VVhat you get up to in 1867 still happens in 1867, even 
if you did it after you”d visited 2036. 


To make things more complicated, you might choose 
to interact vvith your ovvn timeline. You shouldn”t, 


but vve”ll come back to that later. This allovvs you 
to receive messages from the future or realise the 
strange hermit vvhose iournal has been so useful is 
your future self vvho vvent to the past to ensure you 
had vvhat you needed at the right time. 


VVhat this all means is that time is still occurring 
to you in a linear fashion, but not as a straight line. 
VVhen you map your actions İvvhich bounce from one 
time frame to another in no apparent order) onto the 
set chronology of the universe, your timeline appears 
to be very bendy and curvy, even though for you it 
seems to be a straight line of cause and effect. 


Any single traveller has a vvarped timeline and can 
tvvist the timelines of those they come into contact 
vvith to a greater or lesser degree. Even a single time 
traveller can cross paths vvith many, many people 
in the course of their lives. Their timelines curve 
about and bend those they cross. VVhen multiple 
time travellers move around the temporal space of 
the universe everything gets even more complicated. 
Timelines cross and tvvist around each other and link 
in the most surprising vvays. As these curved paths 
of linear time vvrap around each other and interact, 
they create the temporal shape of the universe, a big 
ball of timey-vvimey stuff. 


————————-£(ö-—  — “”  — 


GRANDFATHER PARADUX 

Even though the past may yet become your future 
vvhen you time travel, confusion is not the only 
problem a time traveller has to face. The main 
problem vvith time travel is that your actions might 
create paradoxes. This is best explained by the 
classic grandfather paradox”, vvhich goes like this: 


You hitch a lift in a TARDIS and travel back in time to 
meet your grandfather, in the days before your father 
vvas born. He s pleased to meet you and invites you 
in for tea vvhere you have a lovely chat. You get on 
so vvell he shovvs you his gun collection and vvhile 
admiring his shotgun you accidentally pull the trigger 
and tragicaliy kill your grandfather. 


The paradox is this: if your grandfather died before 
you vvere born, hovv can your father (and therefore 
you) be born. İf you vveren”t born you couldn”t shoot 
your grandfather. İf he”s alive, you must be also, so 
you must have gone back in time. Neither option can 
possibly be correct as you are alive and you have 
killed your grandfather. A paradox occurs and that 
can often be very, very bad for the universe. 


VVhen the Time Lords vvatched over the universe they 
vvatched for these paradoxes and took measures to 
deal vvith them. They may have visited you and told 
you not to go back in time to see your grandfather 
before you Leave. İf that doesn”t vvork they may even 
use their incredible technology to vvarp time to heal 
the breach, vvhich might ensure that neither you or 
your grandfather ever actually existed. VVhile these 
measures might seem drastic and dangerous, 
the effects of a paradox on the fabric of space and 
time can be catastrophic. Such breaches can allovv 
creatures such as the Reapers to manifest, tear 
holes in reality or can even destroy the universe in 
the blink of an eye. 


Even the Master vvas careful to avold some 
paradoxes. VVhen he returned to Earth from the end 
of the universe he could have easily removed Martha 
dones before she even met the Doctor. İt vvould also 
have been rather simple to sneak up on the Doctor 
and destroy him before he knevv vvhat to look for. 
Hovvever, if he did a paradox vvould have occurred. İf 
the Doctor or Martha died or vvere unable to travel to 
the end of the universe they vvould never have found 
the Master and restored him. Even at his vvorst, the 
Master had no desire to mess around vvith his ovvn 
timeline. Hovvever, as soon as the Doctor returned 
from the end of the universe the Master vvas ready 
for them and his plans could begin in earnest. After 
ali, the pre-planning and manipulation of Martha”s 
family caused no paradox. So he prepared and 
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patiently vvaited for the Doctor to return from the end 
of the universe and a final confrontation could ensue. 


TIMEY-VVIMEY TÜ THE RESLCUE 

So hovv are such paradoxes avoided? The key is that 
vvhen a paradox occurs, time doesn ft stop. İf other 
agents can time travel they can interfere vvith a 
developing paradox and stop it happening. ALI those 
curved linear timelines vvrapped around each other 
can influence things for the good, even things that 
haven”t even happened yet. İf the paradox is solved, 
time resets and things carry on as usual, İt vvould 
alarm most people if they realised hovv often this vvas 
actualiy going on in the universe. 


Many paradoxes are stopped before they even start. İt 
may change history and save lives if you assassinated 
Hitler. Hovvever, before you even considered the 
idea, some other time agent vvent back and stopped 
you dolng so to preserve the timeline. Someone 
may even have stopped him stopping you, but had 
then been stopped by another agent, and so it goes 
on. You don t knovv this before you set out on your 
attempt to stop the Second VVortd VVar, but you 
have already failed before you started. 


The universe is sometimes the vvay 
it is because the actions of the time 
travellers have made it so. İn fact, in 
some cases time travellers may have 
even been responsible for starting 
essential historical events, through 
accident or design. You might not 
have meant to knock over a candle 
in Pudding Lane, but it still started 
the Great Fire of London. You haven”t 
changed history, instead you”ve /ust 
done vvhat you re supposed to. 


Luckily, not every manipulation of 
the past can create a paradox. Only 
a direct contradiction creates one, 
such as you needing to be both 
dead and alive at the same time. İf 
you happen to change the results 
of an election you may find many 
changes to your future, but if none 
of them stopped you going back in 
time there is no paradox. A true 
paradox only occurs vvhen tvvo facts 
of history cannot both be true, but 
absolutely are. VVhen the universe is 
bent out of shape that badly it gets very 
vveak and fragile and that/s vvhen bad 
things happen. 


“Ş ü 
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Reapers are best described as the antibodies of space-time. They are huge creatures that exist outside 
of time and space, dravvn to paradoxes and tears in the fabric of space-time. Rather than cleaning 
the vvound by fixing the problem, they repair the paradox by destroying and feeding on everything in 
the spur. VVhen the Time Lords oversavv time travel, there vvas a barrier to prevent the Reapers from 
feeding on intelligent creatures. 


Reapers have great mouths in their chests, and REAPERS 


their favourite feeding tactic is to svveep a victim up 
in the cloak of their vvings and svvallovv them vvhole. 
Reapers have a voracious appetite and feed not only 
on the meat and bone, but also on the potential 
timeline of their victim. They are immune to gunfire 
and conventional vveapons, and are fast and strong. 


They can teleport themselves easily, so the 
physicality of any barrier proves no obiect. The Athtetics 3, Fighting 3, 
only protection against them is something old. Knovvledge (Space/Timel 2 
To pass a barrier Reapers have to break dovvn its 
temporal structure and find a gap in its history. So, 
if the Reapers come for you, find somevvhere old to 
hide, but don”t hide for long, for if the Reapers have 
arrived reality itself is falling apart. 


Alien 

Alien Appearance 

Alien Senses (Temporal Disturbances) 
Füight (9) 

Immunity (all vveapons) 

Natural VVeapons (see belovv) 
Teleportation 

VVeakness (Ancient Structures) 


Reapers are naturally occurring creatures that 
effectively prevent paradoxes and changes caused 
by time travel from going out of controland changing 
history. They are not necessarily eviV, though their 
methods are violent and predatory, feeding upon 
the youngest affected vvith great delight. Their 
cleansing actions may kill hundreds, but they do 
stop paradoxes from vviping out or changing the 
lives 
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TIME SPURS 

Sometimes, no matter hovv much care a time 
traveller takes, paradoxes occur, often as a result of 
taking inexperienced passengers on temporal ?oy- 
rides. 


İfa paradox occurs and is relatively localised, reality 
often protects itself by creating vvhat time travellers 
refer to as a "spur.. Essentlally it cuts the area out 
of the space/time continuum and lets it vvork itself 
out, freezing the rest of the universe out until a 
conclusion is reached. No matter vvhat occurs in 
the spur, time as a vvhole is safe and secure. VVhen 
things have been resolved, usually by the elimination 
of all concerned - though more peaceful solutions 
are possible - the universe reintegrates the area into 
the time stream and life goes on. 


Those trapped inside a spur are in real trouble. 
Communications break dovvn instantly, and any time 
vessels are cut off from the Vortex. Other dimensions 
vvill be cut off as vvell, and a TARDIS doorvvay vvill 
be cut off from the “inside”, vvhich it can no Llonger 
reach, your time travelling blue box becomes fust a 
blue box. 


The only vvay out of a time spur İalive, that isl is to 
resolve the paradox. The universe doesn”t mind 
hovv you do it, as long as it"s done. The Gamemaster 
should feel free to throvv careless characters into 
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time spurs vvhen they fail to avoid a paradox - once 
is usually enough to make sure they vvatch their step 
in the future. 


THE BLINOVITUH LİMİTATIDN EFFECT 

İf you make a mistake vvhile time travelling or things 
don”t vvork out as planned, vvhy not go back and 
change them again? İts a tempting idea vvhen so 
much could go vvrong. Surely the point of having a 
time machine is giving yourself a second chance? 


Unfortunately, returning again and again to redo 
vvhat you ve been trying to do vveakens the space- 
time continuum. İn a sense the very fabric of reality 
gets vvorn avvay by repeated trips to the same place. 
To protect itself, the universe creates vvhat is knovvn 
as the Blinovitch Limitation Effect (named after a 
Russian vvho reversed his ovvn time stream and 
reverted to infancyl. The Blinovitch Limitation Effect 
simply states that repeated attempts to change a 
set event have less and less effect the more you try 
to do it. Preset events vvill conspire more and more 
to protect the timeline as it stands the more you try 
to fight them. VVhere the fabric of reality is vvorn it 
protects itself by Losing its elasticity and becoming 
more rigid and set. 


Essentially, if you didn”t get it right first time, golng 
back again is less likely to succeed than before, and 
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even tess likely on your third or fourth trip. This 
effectively makes returning to sort your mistakes, 
not only dangerous (due to the potential paradoxl but 
ultimately pointless. İt is the great irony of time travel 
that you only really get one chance to get it right. 


CHANGING TIME 

Thankfully, the universe can easily avold minor 
paradoxes. Time is very much like a river, able to roll 
round most stones dropped into it vvithout changing 
course too badly. İn this vvay the careful traveller can 
go to the past and future vvithout doing much damage, 
as long as they stay out of trouble. İf you tread on a 
butterfly you vvon”t destroy the vvorld as the universe 
does its best to ensure time develops along the 
right path. İt basically ensures a different butterfly 
does vvhat the one you stepped on vvas meant to do. 
VVithout a solid (albeit confusingl structure to space- 
time the universe vvould fall apart, so the fabric of 
reality does its best to tidy up after you. 


Of course, no river survives long if you throvv enough 
big stones into it, or dig up the banks. İf you knovv 
the trail of events and influences of your actions in 
any time frame, you can do an avvful Lot of damage. 
A concerted attempt to change the proper order 
of events can succeed, if you knovv vvhat you are 
doing. Temporal manipulation isn t easy though. 
For instance, you might think killing Hitler vvould be 
enough to stop The Second VVortd VVar. 


Hovvever, the vvar began due to a complicated series 
of events enacted by many various individuals. So 
killing Hitler isn t enough alone, in fact, you might not 
need to kill anyone at all, Perhaps getting England 
into a treaty vvith Germany before the invasion of 
Poland might do the trick. But then a vast Anglo- 
German alliance might crush most of Europe. As you 


can see, blundering about in time often does no good 
at all, VVithout an intrinsic instinct for the flovv of time 
it is very hard to see the right "nudge points” to get 
the best effects. 


İt is also important vvhen manipulating time to 
stick to the small stuff and play the long game. 
Mafor adiustments to history (such as the death of 
renovvned historical figuresl get noticed very quickly. 
Not only does the universe react badly to such 
blatant attempts, but so do the various races that 
govern time travel, The Time Lords came dovvn hard 
on rogue agents vvho didn”t tread carefully. That is 
if the universe itself doesn”t edit the marauder from 
existence in self defence. 


RIPPLES AND NEXUS PUİNTS 

Having established that interference in temporal 
events is possible, you need to knovv the best place 
to do so. Any temporal manipulator must master the 
use of ripples and nexus polnts to stand a chance of 
success. 


Ripples are the side effects of interfering vvith time. 
No action happens vvithout influencing the actions 
of others. Change one action and you change any 
further events that action influenced. Those actions 
in turn influence other actions, and so on. As you 
move further and further from the centre of such a 
disturbance, its influence might fade, but it could iust 
as easily builld into a cascade. This chain of actions 
that spread out from the spatial and temporal centre 
of the disturbance is like ripples on a pond after you 
throvv a stone in it. Travellers must take care of the 
ripples their actions create on the pond of universal 
time. Their effects are hard to predict and often more 
far reaching than you expect. As vvith a stone, vvhen 
the initial interference has sunk and been forgotten, 
the ripples might still continue. Many amateur 
interventionists are surprised at the damage they do 
vvhen they focus only on the initial change to causality 
and fail to deal vvith the further consequences of 
their actions. 


Luckily, not all places in time and space send out 
ripples in the same vvay. Some places are more 
important to the fundamental fabric of space-time. 
These places are referred to as nexus points. Both 
Earth and Gallifrey are good examples of povverful and 
important nexus points. Gallifrey/s history had such an 
impact on the universe that the Time Lords banned all 
interference in its timeline. Earth is important given 
the vvay humans have spread out to every corner of the 
galaxy. To change the history of the cradle of humanity 
vvould influence every vvorld they ever touched. 


Az 
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VVhile most time travellers have the sense to leave 
nexus points alone İitis safer that vvay) they often 
become primary targets for temporal marauders. 
There vvill alvvays be those vvho think they can interfere 
vvith time for personal gain and either control its 
effects or don”t care about the damage they do. Such 
beings are sadly in no shortage. Earth has become a 
battleground for alien invasion on countless occasions 
as changes to the timeline here can create galaxy- 
vvide changes to causality. This is also due to Earth”s 
development being quite primitive compared to most 
time-avvare cultures. İt appears simple to manipulate 
such primitives to create far reaching temporal 
interference effects. Hovvever, their position as “knots” 
in the vveave of the fabric of space-time grants nexus 
points a kind of destiny. Such places seem to find 
heroes to defend them, and keep them safe. These 
heroes and those vvho inhabit such nexus points are 
bound to play a mafor part in the universe. 


PREDESTINATION DOR TVHATS THE POİNT” 
This all leads to the question of predestination. İf you 
vvere actually responsible for a historical event, all 
you are doing is follovving a set course. Your life has 
been predetermined for you the moment you step 
into the time machine. So vvhy bother going back in 
time at all? 


Firstiy, you still don”t knovv vvhats golng to happen 
to you. VVhether you are already fated to perform 
certain actions or not is unimportant. You are free 


to do as you please, knovving that everything you do 
has been sorted out by the universe vvithout messing 
vvith history. İf you are not actively trying to mess vvith 
time, you are probably OK. Secondiy, it might be vital 
that you do, as you may be fated to stop some other 
temporal manipulation from happening. 


İt is possible to change the future if you vvork at it. 
Other time travellers might be vvorking to pervert 
the universal timeline. Your successful plan to stop 
them could already be a matter of history, or it might 
not be. İf time is altered, the universe might follovv 
a different path. Alter history enough and no one 
might be able to fix the damage. That might have 
been the fate of the universe all along. You iust never 
knovv vvhat you re meant to do, but does that mean 
you don”t try? İf you told a soldier from either side 
of the Second VVorld VVar vhat the outcome vvould 
be, do you think he”d fight any less? He knovvs vvhat”s 
at stake, he can t fust trust fate to sort things out 
vvithout him. Everyone has a part to play iin the drama 
of the universe. İn the case of time travellers, the 
universe simply has a Lot more vvork for them to do. 


VVhen Saliy Sparrovv finally talks to the Doctor 
through a DVD extra, she vvas already predestined 
to say vvhat she sald. Hovvever, she vvas still able 
to ask the Doctor vvhat she vvanted to knovv as she 
didn”t knovv vvhat she vvas predestined to dol İt iust 
so happened that vvhatever she vvanted to knovv or 
vvould have thought to ask vvas ready to be ansvvered 
by the Doctor. But it isn”t all fun, you can argue that 


————tük—— 
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occasionally predestination can still take control of 
your actions. Sally”s conversation vvith the Doctor 
ends vvith his telling her there is no more transcript, 
vvhich he assumes means the Angels are coming. 
İt is this that makes Saliy check vvhere the Angels 
are. Could Sally have talked longer vvith the Doctor if 
he hadn”t said that? Could the Angels have attacked 
earlier? They could have chosen to, butpredestination 
implies they didn”t, and if you don ”t knovv vvhat you re 
meant to do, hovv can you change it? 


VVith time travellers going from the future to the past 
vvith alarming regularity, it is possible for them to 
even engineer predestination sequences on purpose. 
İf the Doctor had vvanted to use Sally Sparrovv to deal 
vvith the Angels for no better reason than he didn”t 
vvant to get too close to them, he could have done 
so. Hovvever, vvorking out the variables to create the 
right chain of events can often take a lot more time 
and energy than fust doling the fob yourself, though 
simple predestination sequences are easily possible 
and can be fun, if only to mess around vvith temporal 
physicists. For instance, you knovv your friend vvill spitl 
his cup of tea. So you tell him not to vvorry that he”ll 
spitl it, vvhich causes him to fumble vvith the cup and 
to spill his tea anyvvay. VVould he have still spilt it if 
you”d not told him it didn t bother you? İs that a form of 
predestination or are you iust messing vvith his head? 


Temporal philosophers have vvrestled vvith the 
problem of predestination for millennia. Hovv do you 
knovv if your actions have been pre-planned and you 
are follovving a path you are unable to deviate from? 
İf you are, then that fust makes us all unthinking 
puppets of an uncaring universe. Mind you, that is 
a very glass half empty” vvay of tooking at it. İf you 
don ”t knovv the intentions of the universe, it doesn”t 
matter if it is a plan or not. You still never knovv vhat 
İs around the next corner, and vvhat adventures 
might need you. 


NEAR AND FAR 

İt is also important for a time traveller to be careful 
hovv far they travel in time. İt is very tempting to go 
to the end of the universe, and maybe eat their picnic 
vvhile vvatching suns fade avvay. You might also fancy 
a trip to gaze at the Big Bang and see the universe 
created. 


Even the Time Lords never travelled to the end of 
existence. İt isn t a very good idea, for tvvo reasons: 
firstly, these are momentous events, and interference 
in either might have dire consequences for the 
universe as a vvhole. The tiniest particle added to the 
Big Bang could cause the universe to form in a totaliy 
different vvay. The end of time is /ust as delicate, vvith 


vvhole species evolving into nevv forms or on the cusp 
of their universal destiny. 


The second reason is simply for your ovvn safety. 
These times are very, very dangerous indeed. Beings 
at the end of the universe might be more advanced 
than you, and decide to use you or your technology 
as some vvay to escape the final days. İn the early 
days of the universe, strange and god-like entitles, 
some that eat time itself, svvim in the forming matter. 
These beings might drive you mad vvith a touch or 
destroy your timeship. Even vvith these beings gone 
the universe is still dangerous. The lavvs of physics 
themselves are still forming. You might arrive to 
find time travel is impossible due to the state of the 
universe, and these are not very pleasant or forgiving 
environments to be stuck in. İn some cases your very 
existence might not function in reality, and it is a pain 
to be erased from existence the moment you step out 
of the door. 


SIDEMAYS IN TİME 

İf you can travel forvvards and backvvards in time, 
vvhat happens if you go sidevvays? The ansvver is that 
you visit a timeline vvhere different decisions have 
led to a different outcome for the vvorld, an alternate 
universe. The theory of alternate universes suggests 
that every time you make a decision, a vvhole nevv 
vvorld is created vvhere the path you didn”t take is 
also follovved through. If that decision vvas vvhether 
to have a bacon sandvvich or a bofled egg for lunch, 
the vvorld that is created vvouldn t be very different 
from the other reality. Hovvever, if the decision vvas 
vvhether or not America should have entered the 
Second VVorld VVar, or vvhether Bill Gates should 
get involved in the computer market, the vvorld 
may be very different indeed. Especially as each of 
these decisions creates ripples that flovv out into 
the alternate vvorld and offer nevv opportunities and 
tragedies to plenty of other people. For example, 
if America hadn t entered the vvar, not only might 
Germany have conquered Europe, but all the 
American soldiers vvho died fighting vvould have 
tived. VVho knovvs vvhat these soldiers might have 
done vvith the lives the battlefield stole from them? 
The potential for them to change the vvorld is vast. 


Alternate vvorlds are a playground of vhat ifs filled 
vvith copies of everyone you knovv that are often 
slightiy different. Visiting such places is a fascinating 
vvay to find out vhat you might have become if things 
had been fust a Little bit different. As such they are 
an incredible source of adventure and exploration. 
Especially as you vvon t knovv vvhat your alternative 
version has been up to until you investigate. VVill 
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you be mistaken for someone vvanted for murder or 
treated like a president? 


Before the Time VVar, the barriers betvveen these 
dimensions vvere thin and a TARDIS could 
easily pass betvveen them. Hovvever, the 
damage vvrought by the Time VVar caused 
the universe to shut dovvn such access in 
an attempt to limit the damage to reality. 
The vvalls betvveen the vvorlds vvent from 
paper to stone as the universe tried to 
heal itself. 


Thatis notto say getting to an alternative 
universe is impossible, it"s iust that it 
isn t a very good idea. There are still 
holes and tunnels to such places that 
failed to close and certain povverful 
machines might exist to force open a 
gatevvay. Hovvever, once you are there, 
getting back can often be an issue. The 
povver systems of most devices vvill be 
slightily different, making it difficult to 
repair any damaged systems and get 
them vvorking again. Given hovv hard 
it is to punch through the universe, 
and traverse the Void betvveen, it 
is unlikely you”ll arrive vvithout any 
damage to your timeship at all, VVhile 
some places are paradises of peace 
and tranquillity fon some vvorlds 
even humans get things right) others 
are hostile and barren. You never 
knovv vvhat you”ll find until you get 
there. dust imagine vvhat the Earth 
might be like if the Doctor hadn”t been 
around to save it and you get the idea. 
Boiled and sold off to the Slitheen, a slave 
farm for the Sycorax or even the centre 
of a nevv Human/Dalek empire. Donna 
discovered lust hovv harsh a reality vvithout 
the Doctor could be vvhen she "Turned 
Right”. Sometimes the vvorld is mostly the 
same - it yust has more Zeppelins in it, and 
someone you once knevv is novv sporting 
an attractive eye-patch. 


This travel to other vvorlds doesn”t only go 
one vvay. There may be alternate vvorlds 
that are actively developing such devices so 
they might invade other vvorlds, including 
ours, for their resources. After all, if you 
have run out of oil in your vvorld, 
you knovv there are plenty of 
other Earths you could visit to 
get more. 
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PRESENT 15 PAST 

Most people mark the "present as the point they 
step into a timeship. Sure, they may tose a couple 
of days, and have adventures that last a vveek or tvvo 
vvhile returning a fevv hours later. Hovvever, the year 
is still usually the same and an experienced guide 
can use the Blinovitch Limitation Effect to steer 
their companions along a more Linear timeline vvith 
everyone else. 


Although you can 7t revisit your ovvn timeline very 
easily you can “bookmark” your last visit to a place 
and return there after you left. Time travel isn”t an 
exact science, hovvever, and the Doctor himself once 
promised to return in five minutes and ended up 
tvvelve years in the future of a very annoyed Ms. Pond. 


TIME 15 NÜT THE BÜSS ÜF MEL 

İf this time travel thing is so complicated, hovv on 
earth do you make sense of it in adventures? Fevv 
gaming groups are lucky enough to have an actual 
Time Lord running the adventure. So hovv can a 
poor human Gamemaster stay in control of potential 
paradox and predestination? 


Luckily, it isn t as hard as it looks, as long as you are 
prepared to cheat. 


The fluidity of time is a big help here. The only 
actions that vvill change time are the things the 
Gamemaster vvants changed. İf the player characters 
knock over a candle in Pudding Lane, it need not 
start the Great Fire of London. As the Gamemaster 


you can decide that luckily the city vvatch managed to 
get the fire under control. Conversely, if you vvant the 
thug they iust defeated be a key figure in the destiny of 
nations you can do /ust that. The players vvill need to 
tread carefully, as they don”t have that sort of control, 
Hovvever, if you keep the adventure fluid you can make 
sure time is messed vvith only in the vvay you vvant it 
to be. İf you need them to save someone to create a 
temporal disturbance, don”t spend hours trying to 
convince them to save “Bob”, yust make the important 
person the next one they save, vvhoever it may be. 


VVhen it comes to paradeox, things can be trickier, but 
here is vvhere the players can help. İn general, they 
vvil. be playing characters that vvant to safeguard the 
universe and take care of it. VVhen a paradox occurs, 
it isn”t your problem but theirs. İf their solution 
sounds plausible to you, let them get on vvith it. If 
they can t figure it out they d best try harder. Putting 
them in a time spur means you can let them mess up 
as much as you like vvithout damaging the universe 
(giving them the option to create nevv characters if 
things go really badlyll. If things go really vvrong, 
you can alvvays have the Doctor for one of his other 
incarnations if someone is playing the Doctor) turn 
up and sort everything out. 


Predestination is also quite simple if you are happy to 
reverse engineer it. You can”t plan for it very easily, 
but vvhen something happens in the game it is quite 
easy to tell the players they vvere destined to do that 
all along. Sure, is cheating, but that is half the fun. 
Be careful not to overuse it though, as no one likes 
to think their characters are yust puppets of the 


universe. Small things are easy though, and can help 
you out of trouble too. İf the players are stumped, a 
note or device can turn up, sent by themselves from 
the future. 


Predestined events are also quite easy if you are 
vague vvith the details until they actually happen. The 
Gamemaster need not knovv vvhere the Doctor vvill be 
during any specific part of an adventure in order to 
deliver a message from a Ms. R. Song trapped in the 
past. İt arrives vvherever he is, vvhenever he needs to 
get that clue or the Gamemaster sees fit to give it to 
him. River may later reveal to the characters that she 
addressed it to that specific building or had it delivered 
by VVestern Union messenger at that specific time 
because she vvas told by a future incarnation of the 
Doctor that he vvould be there. The players, for their 
part, vvill assume some sort of complicated temporal 
planning vvas involved, but its all fust a bit of fast 
improvisation on the part of the Gamemaster. 


So in general, time travel is a toolfor the Gamemaster 
to create adventures, not a rope to tie yourself up in. 
You can make it vvork for you rather than against you 
as the game and atl of time is yours to control. İf you 
do it right the players vvill be amazed hovv you are 
able to plan for their every action and be suitably 
impressed. ÖÜf course, this is fust the mouth of the 
Vortex, and you”1l find more advice about time, time 
travel and the history of the universe in The Time 
Traveller”s Companion supplement. 


69 THE TIME LÜRD 


VVhite they may Look the same, a Time Lord is very 
different to a human. Not only are there a fevv quirks 
of biology, but there are plenty of traits that separate 
the tvvo races as vvelL, A Time Lord has an innate 
connection vvith the ebb and flovv of the universe: the 
term "Time Lord” is not merely ceremonial. They can 
feel the turn of the universe and sometimes see the 
timelines of those they meet stretching out in front 
of them. The Doctor often seems distracted by things 
humans cannot perceive, his mind functions on a 
higher level, comprehending variables no one else 
can possibly fathom. 


GALLIFREYAN PHYSIOLOEY 

VVhite they look the same on the outside, Gallifreyans 
are very different to humans on the inside. Their 
evolutionary process has been almost entirely 
internal, granting them incredible resistance to 
environments and radiation that might kill any other 
species. Time Lords may not took that impressive, 
but they are incredibly tough. 
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VVhile their skeletal structure is essentlally human, 
and they have most of the same organs, fust about 
everything in their body vvorks much better than a 
human/s does. The most obvious difference on initial 
examination is that a Gallifreyan has tvvo hearts. 
This “bivascular” system allovvs their vvhole body to 
effectively run at double pace vvhen necessary. A 
Gallifreyan can often exert themselves and survive 
brutal stress to their system far in excess of any 
human. İt doesn”t mean they dor ft feel it though. 
Kicking tvvo hearts into overdrive is often painful and 
dizzying, but if that gives you the stamina to reach a 
vital svvitch on a ship crashing into the sun, then its 
all vvorth it. 


Having tvvo hearts also ensures you have a 
spare. Gallifreyan children practice shutting 
dovvn their heartbeats to minimal levels, 
vvhich induces a death-like trance state. The 
heartbeats are so Lovv that it is easy to fool 
even a qualified doctor. VVhile it is a game 
for Gallifreyan children, for a renegade 
traveller it is often a life saving ability. 
Plenty of Time Lords have escaped 
prisons and battles by pretending to be 
dead and being passed over by their 
enemies. 


The advanced nature of the Gallifreyan 
system allovvs them to handle the 
vacuum of space and povverful 
radiation far better than any human. 
They are not immune to such hostile 
environments, but they can survive 
them roughly tvvice as vvell as an 
average human can. No Time Lord 
looks forvvard to getting throvvn into 
space, but if it happens they have a better 
chance of surviving long enough to get back 
inside than anyone else. 


By the same token they are better in 
hot, cold and occasionally polsonous 
environments and are immune to certain 
types of radiation. The advanced nature of Time 
Lord biology also makes them better equipped to 
resist disease. They contract illnesses very rarely 
and usually less severely. Hovvever there are a fevv 
diseases that vvill incapacitate a Time Lord that 
don”t even affect humans due to the differences in 
their biochemistry. 


The most amazing ability of the Time Lords is their 
ability to regenerate. Should they suffer enough 
trauma to kill them, a Time Lord”s entire body 
automatically reluvenates. İn a burst of energy, 
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every cell in his body rebullds itself, healing all 
vvounds, viruses or poisons that might have hurtthem. 
Despite changing their entire cellular structure, 
the Time Lord s memories remain, although their 
personality can undergo quite a dramatic change. 
As different as they are and hovvever different their 
personality, their basic essential self remalns. İt is 
almost as if they are reborn and their memories are 
based on a different experience of events - in the 
same vvay tvvo tvvins have different life experience 
and so become different individuals based on the 


same template. İn this vvay, a Time Lord vvith a 
strong moral for amorat) streak vvill keep it, although 
they might become a practical Poker vvhere they vvere 
quite serious, or even take to vvearing a bovv tie. 


VVhile it might appear to take place in a fevv moments, 
regeneration takes quite a vvhile to fully complete. 
After the initial change the Time Lord”s body takes at 
least fifteen hours to settle and Tix” itself. This grants 
the Time Lord an incredible healing ability vvhile 
their system is in flux. They seem to have boundless 
energy İvvhen not asleepl and can even re-grovv 
limbs in moments. Hovvever, during this time they 
are physicaliy and mentalily at their least predictable. 
VVhile their body is vvorking on overdrive their mind is 
confused and disoriented. Companions are forced to 
do vvithout them until their faculties return. 


The problem vvith regeneration is that you never 
knovv vvhat you are going to get. Hovv pleased or 
disappointed vvith a nevv body a Time Lord might be 
vvilL also depend on their nevv personality. İt is a sad 
fact that it is a Time Lord”s companions that usually 
suffer the brunt of these changes. Fevv Time Lords 
are really avvare of hovv different they are, assuming 
any mood changes are quite reasonable or an 
improvement at vvorst. Not surprisingly, fevv vvish to 
believe they have become difficult, unreasonable or 
ust plain crazy since regenerating. 


RADIATIDN AND TIME LÜRDS 


Time Lords have been knovvn to play and 
experiment vvith incredibly dangerous forms 
of radiation, and learn hovv to manage their 
effects on their bodies. A Time Lord can spend 
a Story Point to negate a single exposure to 
radiation or electricity, ignoring any damage 
effects from that source. Öf course, extended 
exposure can still be dangerous, and a high 
enough dose can be too much for even a Time 
Lord. If the Gamemaster decides the exposure 
İs too high, it may be that even Story Points 
cannot help and the Time Lord vvill need to 
regenerate to survive. İn the right situations, 
this ability can be used to reverse the effects 
of poisoning, as long as a Story Polnt is spent 
and they have access to the right elements to 
stimulate the inhibited enzymes into reversal 
and expel it from the body. 


RESPIRATORY BYPASS SYSTEM 


Besides the “tvvo hearts” thing, Gallifreyans also 
have another biological trick up their sleeves. 
They have a respiratory bypass system that 
allovvs them to survive strangulation and to 
exist in the vacuum of space vvith no ill effects. 
This does not vvork over extended periods, and 
even a Time Lord vvitl eventualiy need a supply 
of air. The Time Lord can go for an entire Scene 
vvithout air as long as they are not shocked or 
hurt. For example, the Doctor has to vvalk across 
the surface of the Moon to the TARDIS, but there 
are no spacesuits. İUİl take about ten minutes 
of vvalking to get there, and the Gamemaster 
allovvs this vvith the expenditure of a Story Point 
(is a long time to govvithoutairl. Ifhe"s shotaton 
the vvay he”ll have to start making Strength and 
Resolve rolİis to avoid exhaling and suffocating. 


İf the Doctor is killed in the course of the adventure, 
hopefully he vvill have one or more of his regenerations 
remaining (and some Story Points from sacrificing himself 
in a suitably heroic mannerl. So vvhat exactly happens in 
game terms? 


İf the Time Lord is reduced to Ü in three or more attributes, 
or is hit by a Lethal vveapon, the player can keep the 
character active for ten minutes for every level of Resolve 
they vvould normally have if they vveren”t iniured. At the 
end of that time, regeneration kicks in, and in a flash of 
energoy the Time Lord is renevved. 


Hovv do you knovv vvhat you”re golng to be like after 
regeneration? As the Doctor has proved, hes still able 
to use all of the skills he”s gained from his previous 
İncarnations, so skills do not change. Hovvever, attributes 
and traits can. 


İt is common for a Time Lord”s physical appearance to 
change dramatically from one incarnation to another, from 
old to young, tall to short, brovvn haired to grey. The player 
should take all three physical attributes (Avvareness, 
Coordination and Strengthl and redistribute the points. 
Remember, no attribute should be ltovver than 1. İf you”d 
prefer a more random vvay of redistributing the points, roll 
a die on the table belovv: 
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İn most cases, Traits vvill remain the same, though this is 
a great opportunity to tvveak the points. ust as you did 
vvith character creation, you can reduce an attribute to 
purchase another Trait, or vice-versa. 


Possibly the most dramatic change of all is appearance, 
but vvhat vvill they look like after regeneration? İf you re 
unsure, you could roll randomly on the table belovv. Roll 
a separate die for height, build, appearance, hair and 
age. İf it doesn”t make sense, especially considering the 
attributes, roll again. lUs fust a gülde. 


Thin 
Slim 
Average 
Average 
Stocky 
Chunky 


Auburn 
Brovvn 
Blonde 
Black 
Ginger 
Grey 


Different 
Plain 
Average 
İnteresting 
Attractive 
Stunning 


Very Short 
Short 
Average 
Average 
Tall 

Very Tall 


Teenage 
20s 
30s 
40s 
50s 
Old 


İn addition to these physical changes (and nevv teeth, and 
a nevv voice) the character”s personality is likely to change. 
There are a couple of vvays of doing this: firstly, it could be 
up to the player. The Time Lord"s existing player can try 
something nevv, though it is easy for them to slip back into 
their old vvays. A better vvay is to have the character shift 
to another playerl This vvay their actions and dialogue vvill 
be very different, and more like the regenerations vve”ve 
come to knovv. 


İf this is the case, the players can simply svvap characters. 
The player vvho used to play the Time Lord can take over 
playing one of the companions, or that companion can 
choose to leave and the player can create a nevv character. 
Either vvay, the players keep their Story Points, not the 
characters - and all players must agree to the svvap. 


Once regeneration is complete, the Time Lord is usually 
incapacitated for a vvhile. Use six hours as a gulde, though 
you can roll a die and reduce the time by that many hours. 
The Gamemaster may meödify the time spent recovering 
depending upon hovv much damage the Time Lord took. For 
that time period, they are almost continualiy unconscious, 
vvaking for moments to utter a sentence or do something 
vital before passing out again. For example, the Doctor 
spent hours in bed after absorbing the povver of the Vortex 
from Rose, but after absorbing tethal amounts of radiation 
and regenerating again, he vvas active moments after. 
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ÜTHER EXTRAURDINARY 
ABILITIES 


The Doctor has many other abilities that 
continue to surprise and amaze. Some abilities 
or vveaknesses may be exclusive to the Doctor, 
others are traits of the Time Lords as a vvhole. 


VVe knovv that the Doctor has a problem vvith 
Aspirin (a single pill could be fatall. He also 
has learned to overcome the voice changing 
effects of helium, and has displayed a level of 
psychic ability, linking vvith others to read or 
implant thoughts. Of course, the Doctor can do 
a great many other things as vvetl, his abilities 
seem to grovv vvith every day that he travels. 


Similarly, a Time Lord character may reveaU 
some nevv ability vvhich may be a facet of 
Time Lord biology or a trick he”s picked up 
somevvhere on his travels by spending a Story 
Point. Nevv abilities should only be allovved 
on rare occasions, maybe once every other 
adventure at most, and the Gamemaster must 


agree. 


The amount of change in appearance and personality 
often depends on the stress and trauma that forces 
the regeneration. The system is designed to save a 
Time Lord from the ravages of old age, not absorbing 
the povver of the Vortex or being blasted by gunfire. 
VVhen forced in this vvay, regeneration can be a 
very difficult procedure. İt leaves the Time Lord 
disoriented and a Üttle crazy for a vvhile. 


The release of energy that reiuvenates them also 
gives them an energy and vigour that can make them 
very excitable. ALI of this makes them very difficult to 
get along vvith for the first fevv daysl Even Time Lords 
vvho regenerate in peace and tranquillity rarely knovv 
hovv things vvill turn out, even if the process is a Little 
easier. 


İn the days of Gallifrey, each Time Lord vvas limited to 
tvvelve regenerations. Even the Time Lords understood 
that everything must end one day, including them. 


Hovvever, vvith Gallifrey gone the rules may have 
changed. The Time Traveller”s Companion supplement 
provides additionalinformation on Gallifrey, Gallifreyans 
and Time Lords, as vvell as more advanced rules for 
playing Time Lord characters. 


69 THE TARDIS 


One of the most incredible devices in the universe is 
the TARDIS, its initials standing for Time And Relative 
Dimension In Space. Hovvever, to its creators, the 
Time Lords of Gallifrey, it vvas considered an item 
of little importance, being referred to merely as a 
"Time Capsule”. To them it is a utilitarian device that 
simply gets you from polnt A to point B, like a car or 
a bicycle. VVhile such nonchalance to such incredible 
technology might seem strange, the TARDIS is iust 
one of an array of amazing Time Lord technologies. 


Even though several other cultures eventually built 
timeships of their ovvn, none vvere ever as advanced 
as even the Doctor”s rather clapped out blue box. 
A TARDIS can travel to any place and time in the 
universe, and survive in the harshest areas of the 
Vortex. Not only that, but it can carry a vast amount 
of people and protect all of them from the ravages 
of the Vortex, as vvell as feed and clothe them. İf you 
vvant to travel anyvvhere and anyvvhen you like in 
comfort and safety, no better device has ever been 
crafted. Though you may need to stop off on Earth 
from time to time for milk... 


BIRBER ÜN THE INSİDE 

The most astounding thing about a TARDIS is that 
its interior is far larger than its exterior dimensions 
allovv for. İn other vvords, iUs bigger on the inside. 
ALL TARDIS units fand a good selection of Gallifreyan 
technology in general) share this particular trait, 
vvhich is referred to as being "“Dimensionally 
TranscendentaL. This means that the inside of the 
device is not actually inside vvhat appears to be the 
outside, instead, it exists in a separate dimension. 


The shape you see materialised being little more 
than a three dimensional doorvvay referred to as the 
“real vvorld interface” that the device extends into 
reality. The inside of the TARDIS exists outside time 
and space, effectively novvhere at all, extending its 
door into reality or the Vortex as it lands or travels. 


VVhile this might seem an overcomplicated vvay of 
building a device, it has several advantages. Firstly, 
infinite (or near infinite) interior space means you 
can pack a TARDIS vvith everything you need. No one 
has to share a room and you can stock up on any 
equilpment you need, and there”s room for a pool - 
even in the Ubrary. 


VVith the “door” dematerialised the TARDIS exists 
purely in the Vortex and outside time and space. The 
less a device is part of reality, the easier it is to do the 


... 
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impossible - such as travel in time. VVhen you aren”t 
part of the universe, it is easier to slip through the 
cracks. 


Finaliy, the most useful effect of being separated 
from reality is that you are a lot safer. TARDIS units 
are remarkably resistant to damage. Not even the 
assembled hordes of Genghis Khan can break into a 
TARDIS (and they Ve triedl. This is because they need 
to not iust break dovvn a door but cross over into 
another dimension. You can surround a materialised 
TARDIS vvith explosives, but unless that explosion is 
povverful enough to pass into the inside dimension 
there vvill be no actual damage. 


That is not to say it is impossible. Both the Daleks 
and Cybermen developed povverful explosive devices 
capable of damaging a TARDIS. There are also certain 
devices that can reach across the dimensional divide 
and get into a TARDIS, such as povverful transmat 
beams and Huon particles. 


TRAVELLIN6ü THE VÜRTEX 

VVhatever other abilities it has, a TARDIS is designed 
and built for travelling in the Space-Time Vortex. 
The Vortex is a great svvirling tunnel that any time 
vessel must travel through to move from one place 
in time to another, a turbulent place of madness 
and time-storms. Generally it appears red vvhen 
you travel forvvard in time and blue vvhen you travel 
backvvards. Othervvise it is a mesmeric pattern of 
colour, and a little frightening to anyone not used to 
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it. There is something about its seemingly innocuous 
appearance that has an aura of vast povver. İt is like 
staring into the heart of the universe and the ravv 
povver and chaos that created it. Needless to say, 
travelling the Vortex vvithout any form of protection 
is fatal to most species. Most lovv-end forms of time 
travel have barely adequate protection, leaving their 
passengers feeling ill and exhausted after their 
lourney,. İt is really, really not recommended to try 
and hang onto the outside of a TARDIS as it takes off. 


VVhat makes the Vortex so dangerous is that it 
doesn t truly exist. There vvas no Vortex before 
anyone travelled in time, but as soon as they did it 
had been there forever. The problem is to travel in 
time you need to be outside the normal flovv of space- 
time, vvhich means you need to be outside reality. 
Unfortunately there is nothing outside reality, but if 
you create a device that can travel there, there must 
be something. Even if you go novvhere you must still 
end up somevvhere., So the Vortex came into being, 
created by a loophole in physics and tamed by the 
Time Lords. 


Piloting a time vessel through the Vortex is very hard 
indeed. Most timeships use povverful computers to 
plot a direct course and barge through. This puts 
enormous stress of the vessel and reduces the time 
it can spend in the Vortex or the distance it can travel, 
Vessels like a TARDIS vvork vvith the Vortex flovv, 
riding the eddies and currents and gulding itself 
along its tides. VVhile this means a TARDIS can go 
as far as it likes and stay in the Vortex as long as it 
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likes, it also means it requires a skilled operator and 
a computer vvith more than a little sentience. 


Travelling the Vortex is a strange and occasionally 
confusing experience. This oddity comes mainly from 
being outside time and natural existence. Hovvever 
good the protection in your timeship, your vvhole 
being feels the disconnection inherent in being in a 
place that doesn”t exist. You suffer a yearning at a 
cellular level to be somevvhere real, Also, vvhile you 
feel as if you are moving, actually it is the Vortex that 
flovvs around you. İn the constantly churning tunnels 
of flux and chaos your time vessel remains almost 
exactly vvhere it is. Hovvever, every possible point 
of reference svveeps past you. İt is like being on an 
escalator, knovving you have to iump off vvhen you 
see your stop. Hovvever the escalator is actually still 
and the entire vvorld is flashing past you. İf you stare 
into the Vortex for long enough you vvill see all reality 
pass by you. İt can be a terrifying and humbling 
experience, many people lust close their eyes. 


Extensive travel through the Vortex results in 
exposure to artron energy, a type of time radiation. 
İt isn t necessarily harmful and can even be used by 
some alien races such as the Daleks and the Bane. 
Hovvever, this radiation can reveal - to technologicaliy 
advanced species vvho can detect such things - that 
the person has travelled through the Space-Time 
Vortex. 


TARDIS HISTORY AND MÜDEL TYPES 

Before the destruction of Gallifrey the Time Lords bullt 
several models of TARDIS and continued to refine and 
advance the basic design. İn many cases the nevver 
models simply vvorked a Lot better, but many had nevv 
or experimental features that separated them from the 
others. İn all there vvere around 100 different models 
of TARDIS. The Doctors is a Type 40TT Capsule, and 
not an especially good example of that model either. 
Most Time Lords vvould see it more as a rusty Ford 
Cortina than as a vintage car. 


TARDIS SYSTEMS AND ABILITIES 
VVhile a TARDIS is a useful space and time vehicle, 
it can do so much more. Here is a brief guide to the 
systems that make up this amazing device and the 
sort of things of vvhich it is also capable. 


Architectural Configuration Circuitry: The TARDIS”s 
interior layout and design is very simple to manipulate. 
The general look of the inside can be modified much 
like a desktop theme on a computer. İt takes a Little 
longer as the TARDIS must grovv into its shape, but ifs 
a lot qulcker than physically redecorating. 


The ability to manipulate the inside of the TARDIS 
is not limited to iust the decor though. Using the 
architectural systems the operator can create 
nevv rooms, add corridors and then move them 
around. Nevv occupants don t need to find a room, 
the operator can fust create one and put it near the 
control room. There are some rooms and systems 
that come “as standard” such as a VVardrobe Room, 
Zero Room and obvtously a Console Room. Hovvever, 
any and all of them can be moved around. So vvhile 
it is more convenient to have the Console Room near 
the outside doors, if you vvant an atrium or a foyer in 
your TARDIS you can have one. 


Chameleon Arch: A common feature installed on 
most TARDlSes is designed to allovv a Time Lord to 
change their genetic structure so they may disguise 
themselves. The Arch makes use of the Gallifreyan s 
ability to regenerate to manipulate their body and 
mind at a cellular level. Most Chameleon Arches are 
set to change a Gallifreyan into a human, mainly as 
they are one of the most populace races throughout 
time and space. Hovvever, it is possible the device 
might be set to mimic other life forms and species. 
The process of changing is extremely painful, so it is 
not used lightly. 


VVhen the transformation is complete the Time Lord”s 
true essence and memory is stored in a convenient 
device, often a pocketvvatch. Given it carries the mind 
of a Time Lord, this device has a povverful aura that 
might be detectable to beings of even undeveloped 
psychic potential, The Time Lord”s nevv personality 
can be set to ignore the device, sometimes until a 
certain date. At that time, all they need to do is open 
the device to restore their natural form, a remarkably 
painless process that takes moments. 


The device vvas originally intended to allovv a Time 
Lord to fully immerse themselves in a culture 
vvithout interfering. To this end the Arch gives them 
a nevv personality and manipulates causality to give 
them a place to Live and vvork in the nevv culture. The 


nevv personality is not necessarily based on the Time 
Lord”s original personality and can in some cases be 
almost diametrically opposed. İn this vvay they can 
learn and record events, even take part in them, and 
not interfere vvith the timeline. VVhen they reverse 
the process they can record their findings. 


İn the final days of the Time VVar the device found 
another use: one of disguise. A Time Lord so 
disguised is as good as vanished from the universal 
stage. VVho knovvs hovv many may still be out there, 
unavvare of vvho they truly are. 


Chameleon Circuit: TARDISes are incredibly alien 
devices. Any vessel that can travel in time must 
be able to exist slightly outside reality, even vvhen 
outside the Vortex. So an undisguised timeship 
may took normal on first glance, but upon further 
inspection it is clearly not. İts skin might seem 
to ripple and change, as if it isn”t quite there. 
Something about it fust seems vvrong or unreal, 
almost like a dream of an obiect. Plenty of crashed 
timeships have been the seed of myths and legends 
about gods, dreams and monsters. Soon after they 
began travelling in time, the Time Lords realised 
they vvould have to disguise their vessels. This led 
to the creation of the Chameleon Circuit, perhaps 
the most useful system on a TARDIS. 


Every time the TARDIS materialises in a nevv location, 
vvithin the first nanosecond of landing it analyses its 
surroundings, calculates a tvvelve-dimensional data 
map of everything vvithin a thousand mile radius, 
and adapts the “real vvorld interface” (or three- 
dimensional doorvvayl to any appearance that vvill 
fit in vvith the TARDIS”s surroundings (a tree in a 
forest or a computer bank in a research stationl. In 
most models the operator can override this function 
and decide vvhat form the TARDIS vvitll adopt upon 
landing, although the circuit often becomes faulty in 
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older models, locking the TARDIS into a single form 
or even oscillating betvveen vvildiy inappropriate 
shapes. 


There are a fevv limits to vvhat form the TARDIS can 
take. İt needs to be big enough to put a human size 
door in it. After all, the occupants need to have space 
to get in and out of the machine. İt is also prone to 
inaccuracies vvhen copying certain obfiects. Finally, 
the biggest problem is that it vvon”t be connected to 
anything, so certain parts vvon”t vvork. İf it becomes 
an organ, it could be played, as the keys are still 
there. Hovvever, if it vvere a phone box, the phone 
vvouldn”t vvork. 


Part of the Chameleon Circuit is a Distraction Field. 
This energy aura vvorks as a perception filter for 
anyone passing by the TARDIS. Essentialiy the field 
gets into the senses of those vvho pass by it to make 
them ignore the TARDIS. lt isn t povverful enough to 
confound those actively looking for the machine, but 
most casual passers by vvill never notice it, even if 
the chameleon circult is a bit dodoy. İf you craft a bit 
of gadgetry onto a TARDIS key you can access this 
field to use it as a personal cloaking device. Hovvever, 
strong vvilled people, those vvith psychic training or 
those looking for you specifically may see through 
such deception easily. 


A Perception Filter can be bullt by giving a 
Gadget the Face in the Crovvd Trait. This Trait 
may be purchased multiple times for the 
Gadget, giving it a cumulative 42 bonus for 


the user”s Subterfuge rolls. At the first level, 
the Filter simply encourages people to ignore 
the target, but at higher levels the Filter can 
disgulise their appearance or make them 
effectively invisible. 
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Cloister Bell: Every ship needs an alarm system, 
and for the TARDIS this is the cloister belL. This deep 
and resonant alarm bell tolls through every area of 
the TARDIS vvhen activated. İt usually sounds vvhen 
terrible danger is imminent for the TARDIS and its 
occupants. Given that it takes something very bad to 
harm a TARDIS, vvhatever is coming must be dreadful 
indeed. The bell often sounds vvhen there is danger 
to the universe as vvell as the TARDIS, the overly 
cautious Time Lords feeling that their operatives 
should be avvare of such dire occurrences so they 
can do something about them. 


The cloister bell is especialiy useful as it is linked to 
the flovv of the universe itself, İt doesn”t merely sound 
vvhen danger is imminent in the physical sense, it 
often sounds if it senses there is something badly 
vvrong vvith time, or if events might lead to a danger 
that is not yet present. İn general it is nota good idea 
to ignore the call of the cloister bell, it never sounds 
for unimportant or trivial events. 


Control Console: V/hen most people step into a 
TARDIS, the first thing they are faced vvith is the 
Console Room. VVhile the design is often very 
different depending on the TARDIS and its operator, 
the controls themselves are usually much the same. 
ALL TARDIS systems are controlled from a single 
hexagonal control console that surrounds a time 
rotor. To properly pilot a time capsule requires six 
operators, one for each section of the console. This 
is vvhy a single operator often needs to run around 
quite a bit to get the machine travelling to the right 
place. Luckily a companion can often help by holding 
dovvn the right svvitch novv and again. 


The time rotor in the centre of the console moves 
up and dovvn vvhen the TARDIS is in flight. İt often 
glovvs vvith povver and energy, providing the light for 
the room as vvelL, Beneath the time rotor and the 
console is said to reside the Heart of the TARDIS. 
This heart is the seat of the machine”s sentience and 
its connection to the Vortex itself. To stare into the 
heart of the TARDIS is to be one vvith the universe 
and all time and space. Not even a Time Lord can 
control such eneroy for Long, or predict vvhat sights 
and povvers might come from such a union. 


The Eye of Harmony: ALI TARDIS units drevv their 
energy from the ravv povver of a tamed black hole 
called the Eye of Harmony. Technically, this name 
is applied to the first of these hungry monsters the 
Time Lords controlled, and originally all TARDIS 
units and Gallifreyan systems drevv energy from it 
as it vvas an infinite source of povver. Hovvever, vvith 
the destruction of Gallifrey the TARDIS has to resort 
to refuelling” from places of temporal activity, such 
as temporal rifts (like the one in Cardiff) or dravving 
povver from cosmic events. 


Energy Manipulation: As a side effect of being able 
to control a black hole, TARDIS units are very good at 
manipulating energy. The shields and force fields that 
keep the Eye of Harmony in check can be extended 
around the TARDIS or used to absorb explosive 
energy. This allovvs the TARDIS operator to create 
tractor beams and zones of null-gravity. They can use 
the TARDIS as a lightning rod for all kinds of energy 
explosions. You can even use a TARDIS to plug a hole 
in space time, using its abilities to keep the forces of 
chaos at bay until you can find a better fix. 


Hostile Action Displacement System (HADSI: In 
addition to being able to disguise itself, and having 
its materialised form almost impenetrable to most 
vveapons, the TARDIS has an emergency system 
knovvn as the Hostile Action Displacement System 
(or HADS for short) that detects vvhen the TARDIS is 
under attack, and automatically dematerialises the 
TARDIS, relocating it a short distance avvay (ensuring 
the attacker has gonel in a safer location. The HADS 
has to be enabled every time the Time Lord leaves 
the TARDIS. Needless to say, the Doctor usually 
forgets to do so. 


Internal VVeapon Deactivation System (IVVDSI: it is 
said that due to its position outside time and space, 
a TARDIS exists in a state of "temporal grace”. The 
İV/DS feature makes use of this tranqulillity inherent 
in the violence of the Vortex as a safety feature. The 
İV/DS ensures that no hostile actions can be taken 
aboard a TARDIS. VVhile this applies to only physical 
violence in older models, more advanced İVVDS may 
even put a stop to harsh language. The İVVDS is not 
especially povverful though, allovving particularly 
violent or immorat individuals the ability to fight 
against its effects. The system on the Doctor"s 
TARDIS has proved extremely unreliable, and some 
operators find vvays to bypass the feature entirely. A 
fevv TARDIS mechanics have been knovvn to attune 
the system so it doesn”t affect them but vvorks on 
others. 


Nesting: Given that a TARDIS is bigger on the inside, 
it can land on large items and engulf them into its 
interior, appearing to iust replace them if it assumes 
their form. This tendency to absorb rather than 
crush is good nevvs to anyone being landed on. İn 
general, such engulfed people and things appear 
in the console room as the TARDIS lands, but it is 
a simple matter to have them appear anyvvhere 
in the TARDIS. For instance, if you vvant to capture 
a particular person and they are stationary, you 
may materialise on top of them so they endup ina 
prison in the TARDIS. The reverse can also be set up, 
allovving the TARDIS to take off vvithout some of its 
passengers if need be. Hovvever, unless the TARDIS 
İs programmed to land on someone or something 
it automatically materialises in an empty space, 
hovvever exact the coordinates. 


One of the best uses of this ability it to materialise 
over an existing example of vvhatever your TARDIS 
is disguised as. Effectively this allovvs you to take 
the place of some innocuous-looking item rather 
than add your disguised TARDIS to a place. İf you 
are vvorried about the abilities of your chameleon 
circult you can then measure the dimensions of a 
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real version of your disguise in the comfort of your 
control room. 


This is all fine as long as the obiect you are 
materialising over is not another TARDIS or other 
dimensionally transcendental artefact. Then things 
get very messy, as the multi dimensional nature of 
both devices curves around each other infinitely. 
Effectively both TARDISes end up inside each other. 
İf you leave one you end up İn the control room of 
the other, leaving that TARDIS puts you back in your 
ovvn control room agaln. İf both TARDIS pilots vvork 
together the ships can be separated vvith minimal 
danger. Hovvever, if one pilot has chosen to try and 
trap his opponents TARDIS in this vvay you are both 
in trouble. İt is very hard for a TARDIS caught in such 
a vvay to break the Loop vvithout help. 


Sentience: Every TARDIS is sentient and 
avvare as each is grovvn rather than made. 
The tevel of sentience is quite minimal, 
a simple self-avvareness rather than 
full artificial intelligence. Hovvever, like 
any Living thing a TARDIS develops as it 
ages, becoming more and more avvare 
and intelligent. 


The reason for this sentience being part 
of the design of a TARDIS is tvvofold. Firstiy 
a sentient machine can assist the pilot in 
navigating the complexities of the Vortex. 
İt can predict the patterns and shifts 
and keep the capsule on course 
vvithout the pilot needing to make 
every correction. İt also allovvs it to 
anticipate the occupants” needs and 
try to keep them safe. ALL sentient 
life has a self-preservation instinct, 
meaning a TARDIS does not blindly 
land in hostile places or lead its 
occupants into danger. 


The second need fer sentience is that 
it allovvs the device to make a psychic 
link vvith the operator and occupants. 
This link”s prime use is to dravv on the 
intellect of the occupants and pilot to 
operate more efficiently. The Living 
minds of the occupants create an 
essential part of some of the systems 
such as the translator (see belovvl. 


Shields: As part of an extensive array 
of safety features, all TARDİSes are 
equipped vvith shielding against a 
varlety of sources. 


zi 
x 
ET1 
m 
z 
Cı 
. 
- 
iri 
m 
immi 
iə 
z 


lap. 
EL. 
— 
mə) 
— 
ETİ 
mu) 
"T1 
ian) 
c-. 
au) 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


The shields protect the occupants from damage 
by radiation and energy attacks, as vvell as space 
and the Vortex. They also protect against temporal 
incursions from other time craft, and the damage 
that ensues from hitting a flying cruise liner. Unless 
actively turned off the TARDIS manipulates these 
shields to protect the crevv vvhenever necessary. 
So if you open the doors in the vacuum of space it 
places a shield across the door to prevent everyone 
from being sucked out. The same applies for most 
planetary hostile environments too. 


The Doctor”s TARDIS shields have been meodified 
and improved through the use of technology gained 
from the Slitheen. Blon Fel Fotch Pasameer-Day 
Slitheen s Tribophysical VVaveform Macrokinetic 
Extrapolator vvas vvired into the TARDIS systems by 
dack Harkness to create an extended forcefield to 
defend them against the Daleks, and the Doctor used 
this to shunt the TARDIS avvay from the Racnoss. 
This type of shielding is not standard on non-combat 
orientated TARDIS units. 


TARDIS Key: Every time capsule is protected by an 
advanced lock, requiring a key to enter. Spare keys 
can easily be created by the operator, but only vvhen 
inside the TARDIS. VVithout a key, your chances of 
getting inside are pretty negligible. VVhile many 
look like simple Yale type locks they are not, and no 
amount of lock picking vvill get you inside. They are 
a transdimensional key to a mathematical equation, 
vvhether they look like one or not. So the key can 
take any form, anything from a normal Yale key to 
a strange alien design to a coloured crystal, More 
advanced models might use a palmy/retina scan or 
psychic scan on knovvn passengers to open the door 
as losing the key can make Life really difficult. 


Sometimes, hovvever, the psychic link betvveen the 
Time Lord and the TARDIS can strengthen to such an 
extent that the TARDIS can recognise its “pilot” and 
allovv entry vvithout a key. After hundreds of years 
travelling in the TARDIS, the Doctor can gain entry 
vvith a snap of the fingers. 


Telepathic Circuits: Besides linking the mind of the 
Time Lord operator to the TARDIS and providing the 
empathic link betvveen them, this circuit is also a 
psychic transmitter that uses Artron Energy to send 
telepathic signals through the Vortex to any place or 
time. lts other important function is to create the 
telepathic field vvhich provides instant translation of 
speech and even vvriting to the Time Lord operator 
(see belovvl. This field extends to others in the Time 
Lord”s immediate presence and the operator may 
even choose to “gift” specific individuals vvith the 


ability to use the field on their ovvn. The operator”s 
brain is an important part of this circuit, hovvever, 
and should they become incapacitated, get mind 
vviped or enter into a self-induced coma, the link 
is broken. The TARDIS console also possesses a 
Telepathic interface, a gel-like substance allovving 
its pilot to directly connect their mind to that of 
the TARDIS, effectively piloting it by focusing on a 
particular memory or Location. 


Translation Systems: The universe is home to 
infinite diversity, and therefore infinite languages. 
For a civilisation as advanced as the Gallifreyans, 
creating a portable translator vvas not beyond their 
abilities. Hovvever, such devices are cumbersome 
and might be mistaken for a vveapon. VVorse yet, 
if they are lost the traveller is stuck vvithout any 
ability to communicate. Machine translation is also 
famously unsubtle often missing the nuances and 
details that make true communication possible and 
trouble free. 


Each TARDIS is equipped vvith its ovvn translation 
device. Using the psychic link it has to the occupants 
it simultaneously translates any spoken and vvritten 
language for the occupants. Such travellers are often 
unavvare of the vvay the TARDIS is manipulating their 
brain patterns, as anything they see or hear simply 
appears to be in their native language. By using a 
living mind the translators pick up all the nuances 
of the conversation, overcoming most cultural and 
intellectual barriers to communication as vvell as the 
purely linguistic ones. 


The only problem vvith the translator systems is 
that it is tuned to Gallifreyan mental patterns. 5o if 
the only Gallifreyan occupant is incapacitated, the 
link may fail given that human minds are not strong 
enough to do the vvork. 


69 THE TARDIS IN THE GAME 


The TARDIS is a complex machine. İt is first and 
foremost a vehicle and has the characteristics of one. 
İt is also an extremely complex and useful Gadget 
vvith Story Points of its ovvn. But even beyond that, the 
TARDIS is alive and has many of the characteristics 
of a character. İt can think, feel, sense danger and 
can pilot itself vvhen it desires. As the TARDIS can do 
all of these things, it is almost a character of its ovvn, 
even through it isn”t a player character. 


İt is, almost, the ultimate NPC. It should do vvhatever 
the Gamemaster requires of it to suit the plot, and 
is almost entirely under Gamemaster control fexcept 
vyhen it is letting its pilot choose a destinationl. The 
skills and traits are provided to give you an idea of 
the many things it can do. 


For example, if the Doctor vvanted to scan a planet for 
life, he could use the Scan trait of the TARDIS, adding 


AMNARENE58 4 
CÜURDINATIUN ö 
İNGENUTTY 4 


PRESENLCE 
RESULVE 
STRENƏTH 


SHILLS 
Knovvledge 8, Medicine 3, Science (Temporal Physics 
a2) 6, Survival 5, Technology 4, Transport 4 


TRAITS 
Bigger on the Inside, Clairvoyance, Face in the 
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to his ovvn Avvareness “ İngenulity. İf the Doctor vvas 
in trouble and there vvas no one abocard the TARDIS 
to pilot it, the TARDIS could make its ovvn Avvareness 
8 İngenulity rol(, vvith a bonus from the Scan trait, 
to detect the Doctor”s distress. Or the Gamemaster 
may simpiy decide that the TARDIS gets involved and 
materialises to his aid (vvhichever is the best option 
for the story). 


Although the TARDIS has an Armour Rating and can 
take damage to its system, it is practically impossible 
to destroy. Damage reduces its functionality, reducing 
some of its attributes, but this can be repaired by 
the Doctor or by the TARDIS itself, The threat of 
destruction should only come as a plot device or the 
focus of an entire adventure. 


More information on TARDISes can be found in The 
Time Traveller”s Companion 
supplement. 


Crovvd, Fast Healing, Feel the Turn of the Universe, 
Forcefield (Mafior), Lucky, Psychic, Scan İx4), Sense 
of Direction, Telepathy, Tough, Transmit, Vortex, 
Argumentative, İmpulsive, Resourceful Pockets, 
Restriction İ(Tricky Controls, Six Pilotsl. 


ARMDUR: 30 

SPEED: 12 (Materialised) 

STURY PDINTS: 20 

HİT CAPALITY: Thousands 

SPELİAL: The Doctor”s TARDIS has a damaged 


Chameleon Circuit and alvvays appears in the form 
of a Police Call Box from the 1960s. 
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€ GAMEMASTERING 
THE TARDIS 


The TARDIS can be used in a number of vvays in the 
game, and vve ve included some guidelines belovv. 
Remember, the Gamemaster has the final say on 
vvhat is and vvhat isn”t feasible, and sometimes the 
TARDIS” functionality vvill have to be limited for the 
sake of the story. 


TRAVELLIN6 THE VÜRTEX 

The main function of the TARDIS is to go from one 
time and place to another. The TARDIS has the 
equivalent of the Vortex Special Trait (see pg.57) 
though it is much more efficient in its travel and only 
uses a single Story Point for each trip (though the 
Gamemaster may increase this cost for extremely 
long iourneysl. 


VVhen the characters are setting the coordinates, 
they use their İngenuity - Technology, vvith the bonus 
for their Vortex trait İvvithout it, they vvill have great 
difficulty getting the TARDIS to go anyvvherel. 


A Success means that the TARDIS has a minor 
misiump in space or time, missing the target location 
by 1-6 kilometres or days (rolla die to determine hovv 
far out). A Good Success lands the TARDIS very close 
to the target, vvithin a fevv yards or minutes of its 
planned arrival, 


A Fantastic Success is an incredibly accurate landing 
and is necessary for programming coordinates that 
require extreme precision (such as landing in a space 
only iust big enougb to fit the TARDISI). 


A Failure lands the TARDIS in a bad position that 
requires a “micro-lump” to correct (such as arriving 
vvith its doors against a cliff face) or possibly distant 
from the target. A Bad result indicates landing in a 
place of potential danger that may put the TARDIS 
out of reach of the characters, such as activating 
the HADS and dematerialising shortly after the 
characters exit. A Disastrous result could place the 
TARDIS in a dangerous Location, such as the engine 
room of a starship falling into a sun, or the middle 
of the control room of a Dalek saucer - vvhatever is 
appropriate for the story. 


The Gamemaster should make piloting the TARDIS 
more difficult if they feel that the players are using 
its abilities to cheat or to gain easy access to 
buildings or locations. This can be lustified by saying 
that the constant TARDIS use is causing ripples and 
disturbances in the space-time continuum, making 


piloting difficult. Othervvise, the TARDIS could be 
grounded for a time due to a system malfunction 
caused by the constant vvear and tear. 


THE TARDIS AS SUPER-BADBET 

VVith the vvide varlety of systems and functions, 
the TARDIS is essentially the most multifunctional 
Gadget in the history of the universe. İn essence, it 
has its ovvn set of Other Extraordinary Abilities fust 
like a Time Lord (see pg.134), but this extends to 
almost anything you can imagine a piece of hyper- 
advanced technology like the TARDIS may be able 
to do. 


Characters should spend some time inside the guts 
of the TARDIS setting it up to perform complicated 
functions by revviring controls, modifying circuits 
and making an İngenulty 4 Technology rol, though 
anyone attempting to do this to the TARDIS should 
not only have the Vortex trait, but also Boffin. ALI but 
the simplest of these special modifications should 
be “One Shot” and for a single use only. Sometimes 
these modifications may be so maflor that the 
TARDIS may be grounded until the figgery-pokery 
İs repaired. 


PLOT DEVICE 

The TARDIS is a great means of getting the characters 
involved in the adventure, and also a vvay to keep the 
characters there. There are many instances vvhere 
the TARDIS has landed only to be stolen, captured 
in a forcefield or othervvise grounded, forcing the 
Doctor and his companions to find the source of the 
trouble in order to recover his beloved blue box. 


There have been times vvhen the TARDIS has become 
the centre of an adventure, vvith vvhole stories taking 
place inside it, or even as the focus of an entire story 
arc. 


Finally, vvith the TARDIS being semi-sentient, it 
can act on its ovvn and lead to an adventure as 
vvelU, VVhat if the TARDIS tires of all the trouble the 
Doctor keeps putting it through and decides to take 
a holiday, leaving them stranded in time? VVhat if a 
villain infects it vvith a virus that turns it against the 
characters? The possibilities in that small blue box 
are as expansive as its interior... 
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ALL THE STRANME, STRANGE EREATURES 


Ks 2 Y 


The universe is a vast place, and vvith the vvhole of 
space and time as your playground you re bound 
to encounter some less-than-hospitable forms of 
alien life. This chapter details some of the most 
common creatures, both hostile and friendiy. 


Of course, there isn”t enough space here to cover 
every alien or adversary from the Doctor”s recent 
adventures, never mind the hundreds of other 
races in the universe. This chapter is iust golng 
to cover the more important or more familiar 
races. Rules for other races and enemies, as vvell 
as for creating your ovvn adversaries, is covered 
in greater detail in the Aliens and Creatures 
supplement, as vvell as the sourcebooks for each 
of the Doctor”s incarnations. 


VVHERE 15 RUSTY THE DALEH? 

İf youTre looking for a specific alien, you may not find 
them in here. VVe had to make some tough decisions 
to narrovv dovvn the races and villains covered in 
this book. There are only so many pages vve could 
squeeze in here, so vve decided to look at races as 
a vvhole, and ignore specific characters İvvith one 
exception). 


For example, vve”ll cover the Daleks here, but not 
Rusty the Dalek or the Dalek Prime Minister. İf you 
need a specific character for your game, simply use 
the generic stats provided for their race, though 
for mafor Villains their attributes and skills may be 


higher, and they should have access to more Story 
Points. 


VILLAINS HAVE STURY PÜOINTS TÜD... 
İntthevvrite-ups for the various racesvve ve provided 
some suggested Story Points in their stats. This 
number is for minor characters, vvhereas more 
specific characters and mafor Villains vvill have 
more Story Points depending upon hovv povverful 
they are. For example, you could easily create 
the Supreme Dalek by taking the basic Dalek 
provided, increasing the İIngenuity a little, and 
also increasing the Story Points to around 8-12, to 
give it a better chance to foil the characters and to 
successfully escape vvhen it vvould othervvise have 
been defeated. 


69 CLOCHUVORH RÜBÜTS 


Humans have alvvays found a need for robots, and 
in the 51st century they perfected a very stylish 
design using clockvvork. VVhile programmed for 
maintenance, the Clockvvork Robots vvere also 
distinctive vvorks of art in their ovvn right. 


The standard Clockvvork Robot is encased in tough 
plastic shaped like a sculpted human form. İts gold 
and brass gears can easily be seen ticking avvay 
as they go about their tasks. The constant ticking 
sound they make is audible, but not much louder 
than a clock. 


Specific robots can vary from this baseline 
depending on their circumstances. Some models 
may lack the povver to teleport, or might be 
equipped vvith flamethrovvers. Some have replaced 
their casing so they appear like a normal person. 
Artificial skin is not hard to come byin the far future, 
but some robots might decide to use the real thing. 


İn the 51st century, tvvo sister ships vvent into space 
vvith clockvvork crevvs: SS Madame de Pompadour 
and SS Marie Antoinette. Both ships vvere lost. 


The SS Madame de Pompadourvvas badly damaged. 
The clockvvork robots repaired it using organic 
parts from the crevv, and sought the brain of the 
real Madame de Pompadour to complete their vvork. 
They managed to open time vvindovvs into the past, 
but the Doctor, Rose and Mickey closed the vvindovvs 
and the Clockvvork Robots shut dovvn. 


The SS Marie Antofnette feli through time into 
Earth s distant past. The robots maintained the ship 
for millions of years, and they too killed humans and 
animals for repair materials. They vvere discovered 
by the Doctor, Clara and the Paternoster Gang 
in London in the late 19th Century, and vvhen the 
control node (a particularly self-avvare Clockvvork 
Robot knovvn as the Half-face Man)l died, they all 
shut dovvn. 


Clockvvork Robots are highly logical and even 
pedantic, but they display great ingenulty vvhen it 
comes to repairing and maintaining their systems. 
They are also capable of imaginative development, 
for example, the control node for the SS Marie 
Antoinette developed an avvareness of beauty and 
a belief in paradise (although this change did take 
millions of yearsl. 
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AMNARENESS 2 
COORDİNATİUN 2 
İNGENUITY 2 


PRESENCE 
RESULVE 
STRENETH 


SHILLS 
Fighting 2, Medicine 1, Science 2, Technology 5, 
Transport 1. 


TRAITS 
Boffin: Clockvvork Robots are ingenious at 


finding nevv and unlikely vvays to solve problems. 
By the Book: Clockvvork Robots strictly follovv 
their programming, although they can be 
innovative vvithin these restrictions. 

Natural VVeapon (Bladesl: Clockvvork Robots 
are equipped vvith sharp tools that are nasty in 

a fight. Apply “2 to Strength vvhen determining 
damage. 

Netvvorked: The Clockvvork Robots can 
communicate vvordlessly vvith each other. 

Robot 

Scan: Short-range scanners for identifying 
damaged mechanisms, Llocating parts and so 
forth provide a 42 bonus to rolls for Avvareness 
and Technology for Medicinel. 

Technicaliy Adept: The robots are very good at 
fixing things. 

Teleport: VVhen in danger and needing to escape 
capture, the robots can teleport to safety. 
Restriction: Limited to very short range (500ml. 
VVeakness: The robots link to a control node, and 
if this is destroyed then they vvill all shut dovvn. 


TECH LEVEL: 8 STURY PÜINTS: 3 
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65 CYBERMEN 


Cybermen are humans vvho gave up their humanity 
to become cold steel soldiers. They are determined 
to upgrade the rest of humanity to 1oin their silver 
legions. 


A Cyberman is essentially a human brain and 
nervous system vvired into a povverful robotic body, 
although many conversion methods simply encase 
the vvhole body in a metal shell and revvire the 
person"s brain. Emotional suppression is essential 
to keep Cybermen functioning. İf they experience 
real understanding of vvhat they have become, they 
vvill go mad, or vvorse. 


Unusually, the Cybermen have tvvo parallel 
histories. İn the Doctor”s universe, the Cybermen 
originated on the solar systems lost tenth 
planet, Mondas. Millennia ago, Mondas drifted 
avvay through space, and its people gradually 
became metal ecyborgs to survive the extreme 
environment. Their souls vvere also transformed 
and they became the conquering Cybermen. 
VVhen Mondas returned to the solar system, the 
Cybermen attempted to drain Earth of its povver 
but Mondas exploded, leaving the Cybermen 
as homeless nomads. The follovving 
centuries savv several further attacks on 
Earth by the Cybermen, untilthe decisive 
Eyber VVars knocked them out of history. i 


The second origin of the Cybermen vvas 
on Earth in a parallel universe. VVealthy 
lunatic 1ohn Lumic of Eybus İndustries 
designed the Cybermen as a vvay to 
improve the vvorld. Converts vvould 
be released from the lLimitations of 
the flesh, but also from preludice 
and disease, and perhaps even 
death. He had no understanding that 
immortality in a vvorld vvith no art, 
love, culture or varlety vvould be no life 
at all, The Cybermen eventually escaped 
Lumic”s control and crossed realities to 
invade the Doctor”s Earth. The invasion vvas 
halted by the Doctor in vvhat became knovvn as 
“the Battle of Canary VVharf”. Most Cybermen 
vvere throvvn into the Void, but some fell through 
time and escaped. 


i 


Surviving Cybermen from both origins eventually 
met. The tvvo branches merged their technology 
and resources to create a nevv breed of the metal 
monsters. Most of the Doctor”s recent encounters 
vvith Cybermen have been vvith these hybrids. One 


dramatic encounter vvith the hybrids threatened the 
transformation of the vvhole of Earth”s population, 
living and deceased. This vvas the masterplan of 
the Doctor”s old enemy Missy, vvho had taken control 
of a force of Cybermen. She adiusted Cybermen 
technology to allovv the conversion of dead bodies 
as vvell as living victims, and arranged for dead 
people”s minds to be preserved so they could be 
restored at the moment of 
eyber-resurrection. Missy”s 

Cybermen vvere destroyed 

by one convert, Danny Pink, 

vvho retained his identity. 

He vvon control of the Cyber 

army and ordered them all 

to self-destruct. 


. 


AMNARENESS 2 
CÜURDINATIUN 2 
İNGENUTTY 2 


PRESENCE 
RESULVE 
STRENETH 


SHILLS 
Convince 2, Fighting 3, Marksman 2, Medicine 1, 
Science 1, Technology 4. 


TRAITS 

Armour (Mafor): Heavy metal armour reduces 
damage by 10, but reduces Coordination to 2. 
Cyborg 

Flight: Cybermen have rockets in their boots 
that allovv them to fly at the same speed asa 
commercial airliner. 

Fear Factor (3): Cybermen are scary and gain 46 
on rolls to actively scare someone. 

Natural VVeapon - Electric Grip: The 
Eyberman s grip delivers a povverful blast of 
electricity, increasing the damage in close 
combat to 14/9/13). 

Natural VVeapon (Particle Beaml: Cybermen 
have arm-mounted particle beams İ4/L/LI. 
Netvvorked: Cybermen are connected by 
vvireless technolooy to a collective hive mind. 
Slovv 

Special - Quicksilver: A Cyberman can move in 
short bursts of Lightning speed, quicker than the 
human eye can follovv. Each burst of speed costs 
1 Story Polnt and gives the Cyberman a speed of 
20 for one round. 

VVeakness (Minor) - Magnetism: A Cyberman 
must make a Resolve 4 Strength Roll İDifficulty 
18) vyhen exposed to strong magnetic force. A 
Bad Result means the emotion inhibitor shuts 
dovvn, driving the Cyberman crazy. A Disastrous 
Result destroys the Cyberman. 

VVeakness (Minor) - Gold: Gold particles are 
lethal to Mondas Eybermen only. 


TELH LEVEL: 6 STURY PÜUİTS: 3 
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69 DALEHS 


İn the entire universe, no race has caused more 
death and destruction or incited more fear and 
terror than the Daleks. Those vvho see a Dalek for 
the first time often underestimate them. They look 
like little more than an armed pepper pot, some 
sort of silly robot that vvill have a problem getting 
up stairs. Nothing could be further from the truth. 


The Daleks vvere created by Davros, a crippled 
scientist from the planet Skaro. He developed 
tank-like “travel machines” to help his people, 
the Kaleds, survive the vvar-torn environment of 
Skaro. VVartime vveapons mutated the Kaleds and 
Davros accelerated this mutation to ensure their 
survival, creating the brain-like creatures named 
Daleks. 


The Daleks vvere born in vvar, and they continued 
along that path. This reached an apex in the Time 
VVar, perhaps the greatest vvar ever fought, vvhere 
the Daleks and the Time 
Lords strove to vvipe each 
other out of history. İtvvas 
the Doctor vvho put an end 
to this vvar, apparently 
vviping out both sides. 


—— 
bz" 
tı 
— 
m 
el 
uz 
— 
məl 
— 
— 
cı 
- 
ui 
— 
məl 
-— 
— 
cı 
məl 
cə 
— 
zl 
— 
— 
m 
—k 
el 
ui 


dAld udidyHə 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


This vvas yust one of many times the Doctor 
engineered defeat for the Daleks. He fought them on 
Skaro at their genesis and several times after, and 
he has stood against their invasions of other vvorlds 
numerous times, not least their conquest of Earth in 
the 22nd century. The Time VVar should have been the 
end of the Dalek threat, but the Daleks found a vvay 
to survive. Small groups scattered through history 
launched various schemes to rebuild the Dalek 
population, such as the secret conversion of humans 
into Daleks, the evolution of a nevv form of Dalek, and 
the rescue of lost creator Davros from the Time VVar. 
Eventually one of their schemes succeeded, and the 
Dalek population exploded once again. 


The Daleks built a fearsome empire, complete vvith 
subiect vvorlds pockmarked vvith prison camps and 
secretive sleeper agents inserted into rival forces. 
Although different varieties of Dalek do not normally 
mix, they novv come together in a great Parliament 
vvhen appropriate, after the Time VVar, the Daleks 
have found a vvay past the brutal purity disputes 
that once set different strains against each other in 
deadly civil vvars. This unified Dalek force anchored 
the siege of Trenzalore, maintaining it for many 


centuries before the regenerating Doctor destroyed 
their fleet. Unperturbed, the Daleks continue to plot 
in the darkness, alvvays planning to re-take their 
position as the highest form of life in the universe... 


DALEH TRAVEL MALCHINE 

A Dalek is not a robot, but a crippled mutant encased 
in an armoured battlesuit. This battlesuit is armed 
vvith a vveapon that can fire in a 360-degree arc and 
spells instant death for any Life form it strikes. İt 
İs encased in both armour plating and a forcefteld, 
making it immune to almost every form of vveaponry. 
Built-in survival systems allovv a Dalek to survive 
easily under vvater or in hard vacuum. Even the heat 
of falling through a planet”s atmosphere from space 
cannot destroy the suit or kill the mutant inside. 
Energy thrusters in the casing allovv the Dalek 
to fly in space or in atmosphere at lovv altitudes. 
Finaliy, advanced computers allovv the Dalek to 
hack into most computer netvvorks, dovvnloading 
huge amounts of data in moments. Everything about 
a Dalek is designed to kill and destroy - even their 
plunger-like manipulator arm can suffocate a man to 
death, crush their skulls or extract their brainvvaves. 


AMNARENESS 
UDÜRDİNATİIUN 
İNGENUITY 


PRESENLE 
RESULVE 
STRENƏTH 


SHILLS 
Convince 4, Fighting 4, Marksman 3, Medicine 3, 
Science 8, Survival 4, Technology 8. 


TRAITS 
Armour İ(Maior): The Dalekanium casing reduces 
damage by 10. This does reduce the Dalek”s 


Coordination to 2 (already included in their 
Attributesl. 

Cyborg 

Environmental: Daleks are able to survive in the 


vacuum of space, or undervvater. 

Fear Factor (Al: No one vvho has faced a Dalek 
can consider them anything less than terrifying, 
getting a 48 to rolls vvhen actively scaring 
someone. 

Füight (Mafor): Daleks are able to fly. V/hen 
hovering their Speed is effectively 1, vvhen in 
open skies or space they have a Speed of 6. 
Forcefield (Maior): Bullets appear to stop in the 


air before the Dalek, appearing to dissolve 

on contact vvith the Dalek”s povverful forcefield. 
Damage is reduced by tvvo tevels (from 
Disastrous to Bad, from Bad to Fallure, and so onl. 
Natural VVeapon - Exterminator: The legendary 
Dalek vveapon usually kills vvith a single shot 
(4/L/L). 

Scan: The Dalek can interface vvith computers 
and vvith Living beings and absorb data in great 
quantities. 

Special - Self Destruct: İf under threat of being 
captured, the Dalek vvill self destruct, causing 
(3/6/9) levels of damage to those vvithin 10m of 
the explosion. 

Technically Adept: Daleks are brilliant at using 
and adapting technology. 

Vortex: As a last, desperate measure, some of 
the higher-ranking Daleks, such as the Cult of 
Skaro, can activate an “Emergency Temporal 
Shift, literaliy throvving themselves into the 
Vortex to escape. There is no control over vvhere 
they vvill emerge, and this usualiy exhausts 
most of their eneroy supplies, leaving them on 
emergency reserves. 


TELH LEVEL: ? STURY PÜINTS: 5-8 


SELÜNDARY THREATS 

Daleks fight their ovvn battles from the front, flying 
their saucer ships into battle or charging forvvard 
into the lines of enemy ground forces. The travel 
machine is the most common threat faced by those 
targeted by the Daleks. Hovvever, Dalek technology 
and culture does allovv for other kinds of threats 
under their control. Daleks sometimes keep and 
use slaves İmodified humans or bestial Ogrons, 
for example) or trained beasts (like the deadly 
Slyther). They use tiny security robots to maintain 
the bodily security of their travel machines, and 
similar robots could be encountered at normal 
size protecting Datek facilities. The most upsetting 
additionalDalek threatis their use of sleeper agents 
- the agents often don”t realise they are controlled 
by the Daleks until orders to exterminate finally 
come roaring through their minds, vvhen a Dalek 
eyestalk grovvs abruptly from their forehead. 


DALEH PSYUHULUEY 

ALL Daleks believe they are superior to all other 
forms of life. They alone have the right to command 
and dominate. They believe in no greater force than 
themselves and insist that no form of morality 
applies to them. İt is their mission not only to control 
the universe, but also to cleanse it of all non-Dalek 
life. Even vvith advanced technolooy, as the Time 
Lords learnt to their cost, it is hard to face such 
a determined and aggressive enemy. Daleks feel 
no fear, vvill kill in an instant and feel no remorse, 
and consider the universe only in terms of vvar and 
murder. Daleks have no art or culture, they exist 
only to fight and conquer. Anything that cannot be 
used as a vveapon or a defence is no use to them. 


As one of the most technologically advanced races 
in the universe, mere vveapons and armour are 
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rarely enough to destroy the Dalek threat. One of 
their only vveaknesses is their predictability, due 
to their reliance on logic. The Doctor”s cunning, 
ingenuity and abstract thinking has led to their 
defeat each time. The Daleks are also extremely 
pragmatic, vvhich has often given their enemies 
respite from their attacks. Free from emotion the 
Daleks never get angry or upset over the results 
of battle. İf resistance proves too strong they vvill 
not push forvvard out of pride or martial spirit, they 
vvill retreat and reconsider. Hovvever, if they believe 
they can overcome an obstacle they vvill sacrifice 
slaves and other resources, even themselves, to 
achieve their obiective. Daleks are subservient to 
their ovvn race, seeing the individual as unimportant 
compared to the glory of the Dalek race as a vvhole. 


ANARENES8 
CDURDINATIUN 
İNGENUTTY 


PRESENLCE 
RESULVE 
STRENƏTH 


The Dalek mutants have different attributes 
and traits if they leave the Dalekanium casing 
of their travel machines. Movement is incredibly 
limited (Speed 1) and they do not usually survive 
very long. Even if they stay put, if their casing is 
cracked open, damage may bypass the armour 
and affect them directly. 


TRAITS 

Allen Appearance (Malor) 

Climbing (Minor) 

Dependency (Datek Travel Machine) 

Fear Factor (4) 

İmmunity (Radiation) 

Slovv (Minor) 

Natural VVeapons (Minor): Tentacles (2/5/7) 
Technically Adept 
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ANARENESS o 
CÜURDINATIUN s 
İNGENUTTY 2 


PRESENLCE 
RESULVE 
STRENƏTH 


These tiny antibodies keep the Dalek safe from 
microscopic infections and other threats. They 
are programmed to disintegrate any intruding 
organic material and dump the remnants into a 
disposal system. 


TRAITS 

Allen Senses İdetect life signsl) 

Flight (Maior) 

Immunity (Radiation) 

Natural VVeapons (Maior): Disintegration beam 
(4/L/U) 

Netvvorked 

Robot 


Tiny (Maior) er 


Anyone converted into a Dalek sleeper agent 
appears to be normal, vvith their usual range of 
attributes, skills and traits. Hovvever, vvhen their 
Dalek programming is triggered, an eyestalk 
vvill emerge from their head and a gunstick from 
their hand, and they vvill serve the Daleks. 


ABILITIES AND SHILLS: 
As the converted character. 


TRAITS 

As the converted character, but also: 

Alien Appearance (Mafor): Eyestalk emerging 
from forehead 

Alien Senses (Dalek Eyestalk) 

Enslaved 

Natural VVeapons İMaior): Gunstick hand 
(4/L/L) 

Netvvorked 

Shapeshift (Minor) 


69 MISSY (THE MASTER) 


Missy is the latest incarnation of the Doctor”s oldest 
friend and most determined enemy, the Master. 
Since reappearing in the Doctor”s life during his exile 
on Earth, she has been a recurring thorn in his side. 
She is responsible for many horrors and may vvetl be 
irredeemable. She has apparently died time and time 
again but alvvays found a vvay back. 


Missy is a middle-aged vvoman vvearing exaggerated 
Victorian clothing - complete vvith flying umbrella. 
She has abandoned the smooth charm that has 
marked some of her previous incarnations, and 
doubled dovvn on the eccentricity. She gleefully 
says she is “bananas” as she murders people for 
the slightest infractions. Above all else she enioys 
discomfiting the Doctor. 


HİSTÜRY 

At the age of eight, children of Gallifrey are taken out 
into the mountains of Solace and Solitude and made 
to stare into the Vortex. Their reaction determines 
their course in life. Some, like the Doctor, run. 
Others, like the boy vvho vvould become the Master, 
are driven insane. That boy vvould go on to commit 
countless atrocities - perhaps more than anyone 
else in history. 


The Master grevv interested in Earth during the 
Doctor”s exile there. The Doctor thvvarted several 
attempts by the Master to conquer or destroy the 
planet. VVhen the Doctor”s exile ended, the tvvo vvent 
on to battle further across several other planets. 
Later, in his final incarnation, the Master returned 
to Gallifrey and corrupted members of the High 
Council, The Doctor thvvarted his revenge, but could 
not stop the Master soon after taking over the body 
of Tremas of Traken. İn this body, the Master set 
about his most audacious plan ever, holding the 
universe to ransom as a vvave of entropy svvept 
across the stars. Again, the Doctor stopped him. 


Some time later, the Master vvas put on trial on 
Skaro and exterminated by the Daleks. The Doctor 
retrieved his ashes, but this vvas another of the 
Master”s schemes, and he forced the TARDIS to 
land in San Francisco at the turn of the millennium. 
He took over another nevv body, and trled to steal 
the Doctor”s remaining lives. İnstead he vvas sucked 
into the Vortex and Lost. 


Later still, as the Last Great Time VVar began to 
reach its peak, the Time Lords resurrected the 
Master to be their perfect vvarrior. The Master 


fled, hovvever, using a Chameleon Arch to hide 
as a human at the end of the universe, the kindly 
“Professor Yana”. He vvorked for years to build a 
rocket capable of taking the last surviving humans 
to a fabled “Utopia”, vvhere they could survive the 
collapse of everything. VVhen the Doctor arrived, 
the Master”s memories avvoke and he regenerated 
into a nevv younger body. He stole the Doctor”s 
TARDIS and infiltrated the British government in 
the early 21st century. As “Harold Saxon” he took 
the office of Prime Minister. Once again the Doctor 
and his companion vvere able to stop his schemes, 
but his vvife shot and killed him before the Doctor 
could take him into his care. 


Soon after, a death cult managed to resurrect the 
Master, and he used the so-called İmmortality Gate to 
turn every human on the planet into his double. This 
vvasallpartofagranderschemetobring back6Gallifrey 
from its place in the Time VVar, but vvhen Rassilon 
and the High Council appeared, the Master assisted 


ANARENE58 4 
CÜURDINATIUN 4 
İNGENUTTY 10 


PRESENCE 
RESULVE 
STRENƏTH 


SHILLS 

Athletics 2, Convince 5, Craft 2, Fighting 2, 
Knovvledge ö, Marksman 3, Medicine 4, 

Science 5, Subterfuge 5, Survival 4, Technology 5, 
Transport 4. 


TRAITS 

Adversary (The Doctor): The Doctor alvvays turns 
up to thvvart Missy/s plans. 

Boffin: Allovvs Missy to create Gadgets. 
Distinctive: Missy dresses as a mad Victorian 
governess, so stands out in a crovvd. 

Eccentric: Megalomanliac, control freak, tvvisted 
game player, psychopath: take your pickl 
Hypnosis (Special): ::2 bonus to control another”s 
actions and feelings and may attempt to possess 
another subiect. 

İmpulsive: VVhite she does have long, complicated 
plans, she often acts on a murderous impulse. 
İndomitable: --.4 bonus to any rolls to resist psychic 
control. 

Obsession (Maforl: Missy is obsessed vvith trying 
to vvin the Doctor over. 

Photographic Memory: Missy can remember 
everything she has seen or done. 


o. 
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the Doctor in defeating them. He vvas dragged back 
into the Time VVar vvhere he vvas trapped on Gallifrey. 
This vvas not the end. Gallifrey survived the Time 
VVar, and the Master escaped, regenerating into a 
nevv, female body and taking as a nevv alias “Missy”, 
short for “the Mistress”. She found the Doctor 
and embarked upon a lengthy plan that involved 
capturing the minds of everyone vvho died on 
Earth, and also many others vvho died close to the 
Doctor”s adventures in other times and places. 
She stored these minds in a stolen slice of the 
Gallifreyan matrix called the Nethersphere, 
gently convincing them to divest themselves of 
their emotions. 


Meanvvhile, she established the 3VV Institute 
on Earth, vvhich convinced vvealthy people 
that the dead still suffered unless their 
bodies vvere suitably cared for. The super-rich 
around the vvorld entrusted their bodies to 3VV”s 
care as they died. 


Quick Reflexes: She is light on her 
feet and quick to act. 

Selfish (Minor): Missy only ever 
thinks of herself (and the Doctor). 
Technicaliy Adept: -2 to any 
Technology roll to fix a broken or 
faulty device. 

Time Lord 

Time Lord - Experienced 
(Special Good) 

Time Traveller (Special: 
Familiar vvith all Tech 

Levels. 

Voice of Authority: -2 

bonus to Presence “ 

Convince rolİls. 

Vortex Born: May re- 

rolla failed test involving 

time or time travel, 


m. 


EQUIPMENT: Laser 
Screvvdriver (Special 
Gadget, Traits: Open/Close, 
Scan, Transmit, Zap, VVeld, 
Story Points: 1): Umbrella 
(Minor Gadget: Traits: Flight, 
Story Points: 1) 


TELH LEVEL: 10 


STORY PÜİNT5: 6 
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The final part of her plan involved the Doctor. Missy 
arranged for Clara and the Doctor to meet and stay 
together, because she knevv that one day Clara 
vvould bring him to 3VV. Sure enough, after Danny 
Pink”s death, the Doctor and Clara discovered 3VV. 
Then Missy initiated her plan. The super-rich had all 
been converted into Cybermen, vvho stomped out of 
the mausoleums around the vvorld and flevv into the 
sky. There they exploded, sacrificing themselves to 
create huge dark clouds that rained eyber-pollen. 
The cyber-pollen converted the vvorld”s dead bodies 
into Cybermen, their minds dovvnloaded from the 
Nethersphere to serve Missy”s army. ALL of this 
elaborate planning vvas in aid of one thing: vvinning 
over the Doctor. She gifted the Cyberman army to 
him, believing he couldn ft resist using this force 


for good, and expecting him to be corrupted by the 
povver it gave him. The Doctor refused the gift, and 
Missy vvas apparently disintegrated by a renegade 
Eyberman. Hovvever, on past performance, Missy 
vvill find a vvay to return... 


69 THE BUNELESS 


The Boneless are from a universe that has only 
tvvo dimensions. They crept into three-dimensional 
space on a Bristol estate, and killed several dozen 
humans by flattening” them to examine and dissect 
them. After they encountered Clara and the Doctor, 
they manifested directly as three-dimensional 
beings, but their behaviour vvas destructive and 
malign. 


BÜNELESS5 


SHILL£ 
Fighting 2, Marksman 2, Science 4, Subterfuge 3, 
Survival 3. 


Alien 

Alien Appearance İMaior): The Boneless 

are tvvo-dimensional beings, and even vvhen 
manifesting in three dimensions they still look 
“vrong”. 

Climbing (Maforl: There is no such thing as “up” 
to a Boneless. They can travel smoothly over any 
surface. 

Environmental (Minor): The Boneless are native 
to a tvvo-dimensional environment and exist 
comfortably in such conditions. 

İmmunity: The Boneless cannot be harmed 

by any physical obfiect, the obiect vvould be 
flattened as soon as it touched them. Hovvever, 
a 3D Boneless does take damage. İt is reduced 
to 2D if it is overcome, and must expend a Story 
Point to regrovv into 3D shape. 

Natural VVeapon (Maforl: At a touch, the 
Boneless can Tlatten” a target, instantly killing 
them (L/L/LI. 

Special - Use Dimensional Energy: The 
Boneless can absorb dimensional energy and 
expend it as tendrils of orange Lightning. 


The Boneless can drain dimensional eneroy from 
three-dimensional targets, “flattening” them. 
e The Boneless must be touching the target to 
use this povver. 
VVhen an obiect is flattened, it can become a 
confusing mess like an abstract painting or a 
clean image like a photograph. 
VVhen used on a Living target, the victim 
dies Iimmedlately. The victim can then be 
experimented upon, dissected or turned into 
a clean image like a dravving of the person. 


The Boneless can also expend dimensional 
energy, vvhich appears as red Lightning. 
They can restore a flattened obfect to normal. 
e They can give themselves three-dimensional 
bodies. (This costs 1 Story Point.) 
They can create short-term 3D forms, like 
a giant hand to grab a victim. (This costs 3 
Story Points.) 


EVEL: Unknovvn 


The Doctor threvv them back to their home 
dimension and vvarned them not to return, but that 
might not stop them. 


The Boneless appear as a distortion on a flat 
surface, like running vvater but moving vvith 
direction and purpose. They cannot fump from one 
surface to another. They can also make themselves 
appear as a moving image of a person they had 
flattened. The three-dimensional forms they tried 
out in Bristol vvere flickering, vvarped versions of 
the same people, shambling avvkvvardiy through the 
unfamiliar 3D vvorld. 


69 THE TELLER 


The Teller vvas one of tvvo surviving members of 
a telepathic humanoid species. Both survivors 
vvere enslaved by Madame Karabraxos, one vvas 
Locked avvay in a special vault to provide leverage 
over the other, forcing it to vvork for the Bank of 
Karabraxos. The Teller”s ability to detect guilt and 
sift through minds to confirm criminal intent made 
ita supremely useful asset to bank security. 


The Bank”s manager kept the Teller in a misty 
hibernation chamber, vvaking it for periodic svveeps 


AMNARENESS 4 PRESENCE 
ÜDÜRDİNATİIUN 4 RESULVE 
İNGENUITY 2 STRENETH 


SHILLS 
Survival 2. 


TRAITS 

Alien 

Alien Appearance İ(Maior): The Teller is 
humanoid but has eyes on stalks. long clavvs, and 
a stubby tail. 

Alien Senses: The Teller can use its psychic 
abilities to detect guilt in the minds of those 
around it. lt can also follovv the thouqht trails of 
those it has previously examined telepathically. 
Enslaved: The Teller is fully ovvned and controlled 
by the Bank of Karabraxos. 

Fear Factor (1İ: The Teller is used as a threat 

by the Bank. 42 on rolls to actively scare or 
intimidate. 

Psychic 
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to detect guilt and also vvhenever she suspected 
trouble. İf the Teller locked on to someone”s mind 
and found criminal intent, itvvas permitted to devour 
the mind, vvhich it did vvith little fanfare: its 
eyestalks came together to create 
a beam of light that struck the i, ) 
target”s head, and in moments “6” 
their mind vvas turned into soup ” 
and their skull had collapsed in on 
itself, 


There is no knovvn vvay to escape 
this fate, although keeping your 
mind blank makes it harder for the 
Teller to locate you. Of course, 
keeping your mind blank is 
easier said than donel 


Once the Teller has locked 

on to a targets thoughts, it Fü 
cannot be shaken loose, and ? 
it can begin to feast at any 
time. İt is possible to lure a 
Teller into releasing a target, 
but only by offering it an even 
more appealing guilty mind as an 
alternative meal. 


Slovv: The Teller is ponderous and 
sure in its movements. İts Speed 
is 2. 

Special (Mind VVipel: After it has 
locked on to someone s thoughts, 
the Teller can devour their mind. 
No additional roll is needed - the 
victim”s Avvareness, İngenulty, 
Presence and Resolve attributes 
simpiy start losing 1 point each 
turn until they are all at 0. 
Telepathy: The Teller can 

directly contact and sift 

through someone else”s 

mind, tooking for evidence of 
criminal intent (or anything 

else it vvishesl. İt needs to 

vvin an opposed İngenulity 

a Resolve roll to lock on to 
someone ss thouqhts. 


TELCH LEVEL: Unknovvn 


STORY PÜINTS: 5 
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The Doctorvvasasked byadying Madame Karabraxos 
to go back in time and remedy the iniustice she had 
done to the Teller and its mate. The Doctor and his 
friends launched a daring heist, but they had to hide 
their true intentions to pass through Bank security. 


Nevertheless, once they reached the secret vault, 
the Doctor opened his mind to the Teller. He allovved 
it to scan through his memories because he knevv it 
vvould be able to break through the mental block. 
The Teller savv that the Doctor”s mission vvas 
actually to rescue its companion. İt released the 
Doctor, and the Doctor and his friends in turn freed 
the Teller”s mate and took them home to be free. 


69 RUBUT HNIGHTS 


The Doctor”s encounter vvith Robin Hood vvas 
enlivened by robots disguised as armoured knights. 
They vvere the size and shape of muscular human 
adults, and only if their helmets vvere opened vvould 
an observer see their unemotional metal faces. 


The robots vvere the crevv of a spaceship from 
the 29th century that had fallen through time and 


crashed in Nottingham. After the crash they vvere 
discovered by the Sheriff of Nottingham, vvho took 
control of the robots and disguised them as knights. 
İn return, the Sheriff endeavoured to repair the 
ship/s circuits, a task requiring a great deal of gold. 


The robots took to their nevv duties vvith mechanical 
zeal, They vvorked as the Sheriff”s enforcers 
throughout his lands, and they also ruthlessly 
managed the slave vvorkforce beneath the castle 
vvho vvorked the gold into parts for the ship. 
VVorkers vvho had exceeded their potential vvork 
capacity vvere no longer useful, and vvere simply 
disintegrated. 


The robots also offered to use their technology 
to physically enhance their ally, the Sheriff. They 
performed simple surgeries on his body that 
transformed him into a cyborg. 


The Robot Knights vvere seeking to reach “the 
Promised Land”, the Nethersphere trap that vvas 
laid by Missy. They appeared to believe they could 
pilot their ship to this destination. İt is unclear hovv 
they acquired this belief in a Promised Land, lust as 


it is unclear hovv their ship became damaged and 
fell through time to the 12th Century. 


Although all the robots in Nottingham vvere 
destroyed along vvith their ship, it is possible that 
before itvvas destroyed, their ship communicated to 
other vessels vvith robot crevvs, sharing data about 
the knightly disguise and the Promised Land. Thus, 
ships full of crusading armoured robot knights 
could be encountered almost anyvvhere in time and 
space. 


ANARENESS 2 
CÜURDINATIUN 9 
İNGENUTTY 2 


PRESENUE 
RESULVE 
STRENƏTH 


SHILLS 
Fighting 3, Knovvtedge 3, Marksman 3, Medicine 2, 
Technology 3, Transport 2. 


TRAITS 

Armour (Minor): The knightly armour of the 
robots reduces damage by 4. 

By the Book: The robots diligently follovv 
commands from their controllers. 

Natural VVeapon (Disintegrator): These robots 
fire a purple disintegration ray from a slit in their 
face (4/L/Lİ. 

Restriction: The disintegration ray does not 
affect a reflective metal surface, in fact it is 
reflected back at the robot and may destroy it. 
Robot 


EQUIPMENT: Svvord (3/7/10) 


TEUH LEVEL: 6 STURY PÜUINT5: 3 
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69 SILURIANS 


Human belings vvere not the first race to dominate 
the Earth. Long before them, long before even the 
dinosaurs roamed the great plains of the prehistoric 
planet, another race of creatures vvere kings of the 
planet”s lush, yungle environments. The Silurians 
(also knovvn by many other names, most commonly 
Homo Reptilial vvere a race of humanoid lizards vvho 
ruled a vast empire stretching the continent - and 
even beyond, delving deep under the oceans. 


A peacefulrace, the Silurians vvere the true masters 
of the Earth in its early prehistoric existence. Their 
mighty empire spanned millions of years, and 
they vvere knovvn of throughout the galaxy. 
VVhen the earliest humans began to 
evolve, Silurlans treated them much like 
animals, a far lesser species to their ovvn. 
V/Vhen humans became an annoyance, 
they vvould be simply disposed of using a ç 

virus fatal to humans created by Silurian V 


biologists. ə 
Like many races, the Silurians vvere split Co 
into several sub-species. VVhile all shared ? 


rough scaly skin, and crovvn-like crests atop 
their heads, various species ofthe race evolved 
differently. Some Silurians developed a 
third eye in their forehead, vvhile others 
grevv to have more human features, 
vvhich they hid behind masks. 


Those Silurians thatevolved beneath 
the vvaves of the oceans İknovvn 
as Sea Devilsl grevv vvebbed feet 
and hands, better suited to their 
undersea environment. 


At some polnt during their history, 
the Silurians detected a planetoid 
headed in the direction of Earth, 
they became concerned that it 
vvas on a collision course vvith 
the planet, and that it vvould spell 
the end of their vast civilisation. 
Preparing themselves against 
the fear of destruction, the 
race hid underground, building 
huge hibernation chambers 
deep beneath the surface. 


VVith the planets surface clear 

of Silurians, none savv that the 
planetolid vvas eventually pulled into 
the Earth”s gravity to form the Moon. 


—— 
im? 
" 
— 
EL: 
me) 
uz 
— 
— 
— 
— 
ə) 
- 
ui 
— 
— 
— 
— 
cı 
məl 
cə 
— 
zl 
— 
— 
m 
mə) 
el 
ui 


cə 
-.X 
— 
ə 
— 
ET 
- 
ız 
— 
eri 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


Though the Silurians had planned to re-avvaken and 
take back their vvorld once they believed the threat 
had passed, the technology vvas created in a hurry, 
and didn”t function as expected. The creatures 
remained buried under the Earth”"s surface for 
millennia, sleeping unavvare that on the surface, 
humanity had risen up and claimed the vvorld for 
their ovvn. 


At various points throughout history, some sub- 
sets of the Silurian species have re-avvoken vvhen 
their technology vvas disturbed. These small groups 
believe that the Earth is still rightfully theirs, and 
that the Human beings need to return to their 
rightful place. During the 2Üth century, a small 
group of Silurians re-avvoke in England and infected 
the country vvith a dose of their polison. The Doctor 
vvas able to establish a cure and convince the 
Silurians to return to their hibernation. 


Disturbed by their claim over the planet, hovvever, the 
peace vvas to be shortlived, and the group vvas attacked 


by UNİT, under orders from Brigadier Lethbridge- 
Stevvart. He ordered that the group be destroyed and 
their hibernation chambers vvere blovvn up. 


This kind of rocky reception vvas often the type that 
met vvith the re-avvakening of any Silurian group. İn 
the early 21st century, the Doctor again encountered 
the Silurians, and thought he could broker a deal 
betvveen them and humanity. 


Fear and tension rose betvveen the tvvo species 
again, hovvever, and the talks nearly descended into 
vvarfare vvhen the Silurians turned upon even their 
ovvn kind in the pursuit of their planet. 


İt is possible that one day, the Silurians can return 
to living on the surface of the vvorld they once 
ovvned. The Doctor is a keen champion of this idea 
and follovving the conflicts during his last meeting, 
re-vvired their hibernation technology to give them 
ust a thousand years more sleep, hoping that they 
can try agaln at that time. 


SILURIANS 


” 


Athletics 3, Convince 1, Fighting 3, Knovvledge 3, 
Marksman 2, Medicine 2, Science 2, Subterfuge 
1, Survival 3, Technology 1. 


Alien Appearance (Maior) 

Armour İMinorl: Silurians have incredibly 
tough, lizard-like skin. From head to toe, 

their rough scales provide a natural armour. 
Silurlans reduce all damage made against 
them by 5. 

Cümbing 

Environmental (Minor) - Extreme Heat 
Natural VVeapon (Maior) - Tongue: A Silurian”s 
long lizard tongue can be fired out from its 
mouth at incredible speed and to a distance of 
one metre. İf it comes in contact vvith a human, 
it in/ects poison into them. The infected person 
must make a Strength -- Resolve check once 
every hour to avoild mutation or death. 
VVeakness (Minorl: Cold. 


Lethal (4/L/L), also has a Stun 
setting, firing a cloud of incapacitating gas. 


ğ 55 
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SEA DEVILS 


2 (Land) 
b (/ater) 


4 


VVhen the Silurians vvalked the Earth, millions 
of years ago, they employed foot soldiers of a 
distantly related breed vvhich came to be knovvn 
as Sea Devils. Like huge, bipedal, humanoid 
turtles, these vvarriors hibernated vvhen the 
Silurlans feared for the continuation of their 
species. VVith a thousand undervvater colonies 
across the globe, their hibernation technology 
vvas not as advanced and left them in a vveakened 
state vvhen they started to vvake. 


Fighting 4, Marksman 4, Science 2, Survival 3, 
Technology 2. 


Fear Factor 2: They are lizards, cravvling out 
the sea tovvards you, and that s frightening. 
Environmental(Malor): They can live undervvater. 
Armour (Minorl: Scales reduce iniury by five 
levels. 

VVeakness (Mafor) - High frequency sound: 
High frequencies make Sea Devils unable to 
take any other actions than vvalking slovvly. 


Lethal 14/L/L). lt can also be 
used to burn through vvallis and doors, even those 
made of thick metal. 
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69 SHOVUX BLİTZER 


Skovox vvar machines are created to fight in 
devastating vvars that reduce vvhole planets to 
smoking ruins. They are designed and built by 
Skovox Artificers, vvho also command them in the 
field. One of their machines is the Blitzer, vvhich 
is essentially a mobile artillery platform. İt has a 
humanoid robot torso that is mounted on a sturdy 
platform vvith four insectoid legs. Both the Blitzer”s 
arms terminate in vveapons - it has no hands, and 
manipulates its environment using other means. 


The Doctor, Clara and Danny encountered a Skovox 
Blitzer that had found itself on Earth. İt homed in 
on Coal Hill School in London due to the area”s high 
level of artron energy. The Doctor attempted to trap 
it in a time tunnel, but after this failed he imitated an 
Artificer and convinced it to accept a shutdovvn code. 
He then deposited the deactivated Blitzer in space. 


Skovox vvar machines have some understanding of 
time technology. The Blitzer that came to Coal Hitl 
School vvas able to detect artron energy and vvas 
attracted to it, it likevvise vvas able to detect and 
correctly interpret the temporal disruption that 
vvas the Doctor”s trap for it. Skovox machines are 
sensitive to time energy emissions of all varieties 
and time travel does not confuse them. 


The Skovox Blitzer is certainly not the only variety 
of Skovox vvar machine. Skovox Artificers have 
designed and created an enormous variety of deadly 
machines to serve all aspects of their vvar effort. 


There are machines specialised for undervvater 
and arboreal engagements, machines dedicated to 
forvvard observation, machines dedicated solely to 
digging tunnels to undermine enemy fortifications 
and countless more. 


SHÜVÜX BLİTZER 


Athletics 2, Fighting 2, Knovvledge 3, Marksman 4, 
Subterfuge 2, Survival 2. 


Alien Senses: The Blitzer can detect heat traces. 
Armour (101: The Blitzer is covered vvith military- 
grade protection. 

By the Book: The Blitzer is calibrated for 
military action and rigidly follovvs orders from its 
commanders. 

Restriction: The Blitzer relies on visual 
identification to confirm targets and obiectives, 
and it can be foiled by invisibility. 

Robot 

Scan: The Blitzer can scan to detect energy 
sources and Life forms in an area. 

Special (Payloadl: The Blitzer carries enough 
explosives to destroy an entire planet. İf its 
standard vveapons aren”t doing the fob, it vvill 
quickly escalate to the use of massive vveapons. 
Furthermore, if it is attacked and harmed by 
conventional vveaponry, these armaments may 
detonate, vvith devastating consequences. 


Special (Self-destructl: The Blitzer is 
programmed vvith a self-destruct protocol that 
engages vvhenever it receives end-of-service 
orders. (A special input code can cause shutdovvn 
vvithout self-destruction hovvever.) İts eyes turn 
red and it counts dovvn from ten. İf it gets to zero, 
it explodes vvith devastating consequences for the 
planet it is on. 


Blaster (4/L/L), Machine Gun 14/8/12), 
Explosives (4/L/L). 


69 SUNTARANS 


The Sontaran race vvas knovvn millennia ago as 
one of the most talented and cultured species in 
the universe. The race vvas devoted to the arts of 
music and painting, and many came to their planet 
of Sontar to vievv the vvorks of the great Sontaran 
Renaissance. Sontar itself vvas a vvorld of mafestic 
beauty, featuring vast plains of grass, blovving in 
a cinnamon breeze, stretching out to the horizon, 
vvhere deep canyons fell thousands of feet to the 
rich-blue oceans belovv. Around 50,000 years ago 
all of this changed for the planet and its inhabitants. 
The Sontarans found themselves caught in a vvar 
vvith the shape changing Rutan Host. Putting aside 
their arts for vvhat they expected to be a short vvar, 
the Sontaran race vvent on to a military footing - a 
state of affairs they” ve been on ever since. 


SÜNTARAN PHYSIOLDEY 

İn an attempt to build their numbers quickly, the 
race defied nature in the early centurles of the 
vvar, and developed cloning technologies. The art 
galleries of Sontar vvere torn dovvn and replaced 
vvith cloning facilities, all in the aid of the great 
Sontaran military. At one time, it vvas said that a 
million Sontarans vvere born at every hatching. 


The gravity on Sontar is very strong, vvhich causes 
the Sontarans to be short and stocky, most standing 
around 1.5 metres. Some Sontarans, notably those in 
the Scientific Corps, stand taller. They have immense 
physical strength, and can Lift vveights tvvo or three 
times their ovvn. They have dome-shaped heads, vvith 
tough, vvrinkly brovvn skin. They vvear battle scars 
vvith pride, as proof of their duty to Sontar. 


Sontarans do not eat or rest in the vvay many races 
of the universe do, but rather they Trecharge: through 
the use of a probic vent in the back of their neck. 
The vent has to be left uncovered, making it a vveak 
point on the Sontaran body. A sharp point, such as 
an arrovv, or a pen, fabbed into the vent vvill cause 
the Sontaran great pain. Similarly, a hard blovv to the 
outside of the vent vvill stun them enough to make a 
quick getavvay. Sontarans, hovvever, do not see the 
vent as a vveakness, as it forces them to alvvays enter 
battle face-to-face vvith the enemy. They are also 
susceptible to coronic acid, vvhich eats avvay at their 
skin, effectively causing them to melt. 


SÜNTARAN TECHNULUOƏY 
The technology ofthe Sontaran race has varied vvildly 
over the course of the vvar. As they face victories or 
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defeats, so their technology becomes more or less 
advanced. They have at times been knovvn to field 
great battle fleets consisting of ten million ships, 
all lining up for vvar. Most Sontaran fleets contain 
a central battle ship, from vvhere the generals can 
amass their armies, survey plans and prepare for 
the attack. These ships hold millions of Sontaran 
vvarriors and thousands of individual scout ships. 
Large enough to hold yust a single Sontaran at 
the controls, these spherical ships spin as they 
are piloted through space. These ships contain 
everything a single Sontaran officer needs to collect 
information about a planet or a species. Theyre 
used to scout out planets, searching for resources 
to build vveapons or use as cannon fedder. 


The vveapons used by the Sontaran military vary 
greatly, ranging from small pistols to laser guns 
and big, bulky vveapons. Generals carry 
batons that can shoot a deadly beam 
of energy to either stun or kill an 
opponent. Sontarans often use a 
Cordeline signal to assist them in 
vvar, vvhich causes the copper in 
ballistic proyectiles to expand in 
the barrel of the gun, blocking 
it, and rendering the vveapon 
useless. 


ETERNAL VAR 

As the years have gone by, the 
vvar vvith the Rutans has passed 
into legend. Still raging across time 
and space, none can recall vvhat started 
the fighting, fust that both sides are 
truly devoted to the fight, and to victory. 
The Sontaran military is split into many 
different sectors, each devoted to a different 
element of the vvar. Battle Fleets, Research 
Scouts, and Scientific Divisions all vvork 
independently, but for the greater good of 
the vvar. Some Sontarans lack the need to 
fight that characterises the species, and 
these are sent to vvork on other profects, 
such as mining for resources or building 
ships and vveapons, it is the duty of every 
Sontaran to benefit the vvar, vvhether they 
agree or not. 


At first the vvar vvas contained in the 
small space betvveen the vvorlds 
of its tvvo occupants, but soon it 
spread and stories of it reached 
all civilised vvords. The planet Earth has been of 
importance in the vvar on several occasions. 
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The first Sontaran acknovvledgement of the planet 
vvas in the Middle Ages of Earth”s history, during 
vvhich time they didn”t consider it to be of strategic 
importance. ALI this vvas to change, hovvever in the 
follovving millennia. 


The planet first became of note in the Early 21st 
century, vvhen the Tenth Sontaran Battle Fleet 
attempted to covert it into a clone vvorld on vvhich to 
breed more soldiers, giving quicker reinforcements 
to the troops fighting. FoLlovving their defeat, some 
of their teleportation technology remained behind 
on the planet, and vvas converted for use by UNİT 
personnet in Nevv York. VVhilst it is still in its early 
stages, “Proilect Indigo” continues to undergo 
refinement. 


The Sontaran VVar Council vvas furious at being 
denied entry to the Time VVar, vvhich had started 
betvveen the Time Lords and the Daleks. Locked out 
of the vvar, it became invisible to the Sontaran Race, 
vvho vvere considered no more than brutes. The VVar 
Council set about devising their ovvn plan, if they 
could not ioin the Time VVar, then they vvould start 
one of their ovvn. 


The first attempt by the Sontarans to steal time- 
travel technology came in the form of the Kartz- 
Reimer module, vvhich vvas being developed by 
tvvo human beings aboard a research station in the 
Late 4?th century. Allying themselves vvith people 
aboard the facility, they launched their attack, 
unavvare that the Time Lords vvere one step ahead, 
and had sent the Doctor to stop the experiments, 
before the Sontarans could get to them. İt took 
tvvo incarnations of the Doctor, but betvveen them, 
they defeated the Sontarans in Seville, Spain, in the 
1980s. 


İt vvas after this that the Sontaran race fell quiet. 
The vvar vvith the Rutans vvaged across the many 
galaxies, and the Sontarans even seemed to be 
losing. İn reality, they vvere simply planning their 
biggest and most daring feat ever: the invasion of 
Gallifrey. 


Using a Tesser” race - the Vardans - and the Doctor 
himself, they forced their vvay into Gallifrey, planning 
to steal the secrets of the Eye of Harmony, the heart 
of the Time Lord civilisation and the core of their 
povver. Planning to destroy the Eye, the Sontarans 
intended to bring chaos byunleashing the ravv povver 
of the Vortex upon it. The Doctor ultimately defeated 
them, using a de-mat gun to vvipe the Sontarans on 
Gallifrey out of time itself, marking the Sontarans” 
greatest defeat. 


ANARENES8 9 
COÜRDİNATİON 4 
INGENUTTY 9 


PRESENCE 
RESULVE 
STRENUTH 


SHILLS 

Athletics 2, Convince 2, Fighting 5, Marksman 5, 
Medicine 1, Science 4, Subterfuge 3, Survival 4, 
Technology 2, Transport 3. 


TRAITS 

Adversary: The Sontarans have been at vvar 
vvith the Rutans for thousands of years. 

Alien 

Allen Appearance (Malor) 

Brave: a Sontaran fears nothingl They receive a 
x2 bonus to any Resolve roLİis against fear. 

By the Book: A Sontaran never disobeys an 
order from their superior officer. 

Tough: being bred for vvar means that they 

are incredibly tough, reducing any damage to 
attributes by 2. 

VVeakness (Minor) - Probic Vent: the 
Sontaran:s only vveak spot is the probic vent on 
the back of their necks. A single hit vvill disable 
a Sontaran İeffects like a normal Stunl. Hitting 
the vent is tricky though, and the Sontaran 
needs to be facing avvay. There is a -4 penalty 
for aiming at the vent. 


VVEAPÜNS: Sontaran Rifle (4/L/L), Shock Staff 
(S/S/S) 


ARMDUB: Sontaran body armour is incredibly 
strong, reducing any damage taken by 5. 


TECH LEVEL: 6 STURY PÜUINT5: 3-5 


65 SPIDER GERMS 


There”s a dragon in the moon. İt may be unique 
or there may be millions more like it, other huge 
creatures gestating inside planetoids like chicks in 
eggs, vvaiting to hatch. 


The huge scale of these creatures, combined vvith 
a physiology and Life eycle that flies in the face of 
all logic and scientific understanding, means their 
immune systems operate on a different level to 
other forms of Life. Their parasites are equally 
unusual, 


There is a vvhole ecosystem of creatures 
accompanying the moon dragon, like bacteria on a 
human body. Prominent among them are countless 
huge spider-creatures. Although they prefer to lurk 
deep belovv the eggshell surface, vvhere the moon 
dragon itself lies dormant and vvarm, they can and 
do roam freely from time to time, and if they find 
other potential food sources they vvill eagerly hunt 
them dovvn. 


İt should be noted that visitors to the moon make 
excellent food sources, as the 2049 moon expedition 
discovered, along vvith the Doctor, Clara and young 
Courtney VVoods. 


The spider creatures are essentlially giant germs. 
The Doctor described them as "prokaryotic 
unicellular life forms, vvith non-chromosomal 
DNA”. They have the body plan of a hunting spider, 
vvith a mouth full of needle-sharp teeth. Their 
behaviour is much Üike a hunting spider as vvetl, 
stalking prey and then lunging quickly to seize and 
overpovver it, 
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AMARENESS 9 
CÜORDINATIUN 4 
İNGENUITY 2 


PRESENGE 
RESULVE 
STRENƏTH 


SHILLS 
Fighting 2, Subterfuge 2. 


TRAİTS 

Alien 

Alen Appearance: Spider Germs are badger- 
sized spiders vvith bright red leg folnts. 

Alien Senses: Spider Germs are highly sensitive 
to fast movement İ-44 to relevant Avvareness 
rolls). 

Cümb (Mafor): Spider Germs can climb on nearly 
any surface, including ceilings. 

İmpaired Senses: Spider Germs do not have good 
vision (-2 to relevant Avvareness rolls), relying on 
their motion detection. 

Natural VVeapon (Fangsl: Spider Germs have 
sharp, deadly fangs (2/4/7). 

VVeakness (Minor) - Sunlight: Spider Germs are 
sensitive to sunlight. They take a -2 penalty on 
any actions taken in sunlight and avold it if at all 
possible. 

VVeakness (Mafor) - Anti-Bacterial Chemicals: 
Spider Germs are highly vulnerable to any 
chemicals that vvipe out bacteria, taking 4 levels 
of damage for each contact. 


STORY PUINT5: 1 
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69 VVEEPING ANGELS 


On first appearance, the VVeeping Angels seem 
to be harmless static statues, classic marble 
sculptures that have adorned churches, graveyards 
and tombs for centurles. İn reality, they are an 
ancient alien race that can destroy Lives vvith lust a 
touch. Their origins are unknovvn, and are thought 
to be as old as the knovvn universe itself. Dubbed 
the Lonely Assassins”, they are possibly one of the 
most dangerous and terrifying foes the Doctor has 
ever faced. 


The Doctor encountered the Angels vvith Martha 
at VVester Drumlins and vvas sent back to 1969 
after the Angels targeted the TARDIS as a source 
of unlimited povver. Luckily, vvith the help of Sally 
Sparrovv and Larry Nightingale, the Angels vvere 
tricked into staring at each other, permanently 
turning them to stone. 


These Angels vvere vveak, hovvever, stranded on 
Earth for centuries. The Doctor vvould face stronger 
Angels at the crash of the Byzantium, a category 4 
starliner that crashed in the 5lst century. VVhile 
seeking to stop an Angelfrom feeding on the radiation 
from the crash, the Doctor, River, Amy and a squad 
of Combat Clerics stumbled upon hundreds of 
desiccated Angels, vvaiting to be restored by the 
radiation from the exploding vvreckage. Once 
they absorbed the radiation from the explosion 
they vvould be restored and spread out across 
time and space to devour everything in their 
path. 


The Doctor, Amy, Rory and River encountered 

the VVeeping Angels once more in Manhattan, 

vvhere they had created a battery farm by 

trapping their victims in the VVinter Quay 
apartments and feeding off of their energies. 
The Doctor stopped them, but not before Amy 
and Rory fell victim to a VVeeping Angel, 


ANGEL PHYSIOLUEY 
VVeeping Angels are often found in a vveakened 
state: a statue, decaying after years of neglect 
and unable to unleash its full potential. They can 
regenerate from nearby radiation sources, but it is 
chronon energy that vvill truly revive and sustain an 
Angel, They attack by sending their victims back in 
time, feeding on the potential temporal energy of 
the days that their victims vvill never have lived. The 
potential energy povvers the AngeUs regeneration, 
vvhile their victims are Left to live the rest of their 
natural existence abandoned in a different time. 


VVhen they are stronger, or facing larger numbers, 
their attacks can be simpler and more brutal, 
ripping their victims apart vvith their talons and 
fanged teeth. Hovvever, neither of these are their 
most dangerous vveapon or ability: the VVeeping 
Angel can move unnaturally fast. At their strongest, 
they can cover many metres in the blink of an eye, 
vvhich is vvhen they have to attack. 


VVhen observed the Angel cannot move, they are 
"quantum Locked”, and become like stone. And, as 
the Doctor pointed out, you can” kill stone. They 
gained the name VVeeping Angels from the fact that 
as a statue they hide their eyes behind their hands as 
if they are crying, often to hide their ovvn gaze from 
each other for fear of quantum Llocking themselves 
into eternal paralysis. 


VVeeping Angels are timeless and eternal. They can 
regenerate any physical damage, though this is a 
slovv process that can take decades if they cannot 
access a radiation source to feed upon. 
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V/EEPINü ANGELS 


Fighting 3 Knovvledge 4 Subterfuge 4. 


Alien 

Alien Appearance (Minor) 

Alien Senses (Blind Sense) 

Armour (Special): VVhen quantum-locked, the 
VVeeping Angel is made of the toughest stone. 
Bullets may chip it a little, but they are incredibly 
tough and resilient to damage, reducing any 
damage sustained by 15. 

Immortal (Special): VVeeping Angels are timeless 
and eternal., They can also regenerate any physical 
damage they may have sustained, though this can 
be a slovv process taking decades and a source of 
radiation. 

Natural VVeapons (Minor) - Teeth and Clavvs: A 
VVeeping Angel gets 42 to Strength on attacks. 
Damage 12/5/71. 

VVeakness (Being Seenl: If the Angel is seen by 
anyone, quantifying its existence, it cannot move. 
Special - Don”t Blüink: Angels move at incredible 
speeds so long as they are unobserved and may 
act once in every phase, talking lif they have some 
method of communicating), moving, doing and 
attacking all in the same round. Alternately, they 
may forgo the first three phases in order to rend a 
victim to shreds, attacking four times in one round. 
An Angel at full strength moves like the vvind but 
as it vveakens from hunger or damage, it vvill slovv 
dovvn. As such, an AngefTs Speed is equal to their 
current Story Point Total. 

Special - Infection: The VVeeping Angel, at their 
strongest, can infect anything that can record 

its image, becoming another Angel, İf a living 
being stares into the eyes of an Angel for long 
enough, the Angel makes a Presence -- Resolve 
roll (opposed by the target/s Resolve 4 Strengthl. 
İf the victim gets a Bad or Disastrous Result the 
Angel has infected them and they vvill graduatiy 
become an Angel themselves. The victim vvill 
have to succeed at Resolve - Strength rolls every 
hour İvvith a Difficulty of 12, 43 for every hour that 
passes after the firstl. Failure results in losing 
Resolve (1/2/3) and vvhen the victim”s Resolve 


reaches Ü the transformation is complete. Curing 
the infection is difficult, and involves removing 

the mental image or memory of the Angel from 
the victim. The Doctor lured the Angels into the 
crack in the universe to erase the one in Amy, 
though memory alteration may also prove to be 
successful, 

Special - Lights Out: Angels can interfere vvith the 
normal flovv of electricity by spending their ovvn 
energy, typicaliy to short out light sources that are 
keeping them visible to their victims. The amount 
of Story Poilnts vartes from 1 to short out all the 
flashlights in the immediate vicinity for a round 

or permanently suppress one light source, to 6 

or more for countering a magnetic lock. Groups 
of Angels can and vvill pool Story Points for large 
tasks, especlially if there”s a meal at the other end. 
Special - Temporal Exile: The Angels consume 
potential temporal energy by ripping living 

beings out of their time line and throvving them 
backvvards in time. İf the Angel is striking to feed 
and lands a successful physical attack, the victim 
is throvvn back in time a number of years equal to 
the roll of tvvo dice multiplied by ten, per level of 
Success. The Angel gains 1 Story Point for every 
Level of Success it scores on this attack, up to a 
maximum of 9 Story Polnts. 


Unknovvn 
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69 AHENS AS 
PLAYER CHARACTERS 


Players have the option to create all manner of 
strange and bizarre aliens, but as vvith anything 
in character creation, they need to make sure they 
have built a character that is going to function 
properly in the group and in the adventures the 
Gamemaster has planned. 


Before they even consider playing an alien they 
should consider hovv cosmopolitan the adventures 
are likely to be. İn adventures on other vvorlds vvhere 
even humans are different and unusual, having 
blue skin, a tail or horns shouldn”t be a problem. 
Hovvever, this may not be true for vvorlds vvhere 
alien contact is not a regular occurrence, such as 
Earth. Luckily, there are plenty of alien creatures 
that can at least look human. Some aliens might be 
shape shifters, or able to adopt a human form like 
Multiforms. Others can disguise themselves. 


After looking at their ability to fit into their 
surroundings, you need to think hovv suitable the 
alien species is as a player”s character. Some 
unassuming races are inappropriate due to their 
strange cultures and attitudes. An Ood is not a 
povverful character, but may be a little slovv and 
docile for many of the Doctor”s adventures. A Tree 
from the Forest of Cheem might sound fun, but 
they are a Uttle obvious and are easily set on fire. 


İn general it comes dovvn to vvhy does the player vvant 
to play an alien? VVhat can they do vvith this character 
that they can”t vvith a human? İf they vvant their 
character to Look different, there are already plenty 
of humans vvho can Look different, and humans from 
different periods in history can have strange vvays 
and odd habits. İf vvhat attracts the player to the 
alien race is that it is simply more povverful, they are 
probabliy interested in it for the vvrong reasons. 


İf the Gamesmaster allovvs you to create an alien 
character, you vvill need to take certain traits and 
ensure you have the right levels of certain attributes. 
İf you vvant to play a Silurian, you have to purchase 
the traits that make up a Silurian. You don”t get all 
their abilities for free, as that vvould be unfair on the 
other characters. So you may find (especially in the 
case of “good” Dateksl that they iust don”t have the 
points to create that sort of character. 


“BÜQÜD” VILLAINS 


—- 


At some point, someone is golng to vvant to 
play a good” Dalek or Cyberman, and to be 


fair this is not unprecedented. The Doctor 
once infected a group of Daleks vvith the 
“Human Factor” Rory once became an Auton 
Duplicate, and Madame Vastra and Strax have 
become some of the Doctor”s most trusted 
allies. Hovvever, in many of these cases, 
these good characters vvere short lived. The 
humanised Daleks vvere vviped out in a civil 
vvar, Rory vvas returned to flesh after the 
universe vvas reset. They make difficult player 
characters so the Gamemaster shouldn”t feel 
bad about not allovving them in their game. 
Such races often have a reputation that vvill 
precede them and cause trouble for the rest 
of the group. Even the legendary Madame 
Vastra and Strax have to be careful hovv 
they re seen in 19th century London. 


69 AHEN TRAITS 


Belovv is a list of Alen Traits that the character can 
have to set them apart from mere humans. The list 
includes traits that are usually best reserved for 
villains (and they vvill be indicated in the textl. ust 
as other traits that can be purchased, they come in 
Minor, Mafor and Special Good and Bad Traits. To 
get started creating your alien, you simply need to 
purchase the Alien Trait (see sidebarl), and then you 
can pick any of the Alien Traits presented here, as 
vvelL as those available to human characters. 


Of course, the list of Alen Traits presented belovv is 
ust a sample of vhat can be done, though most of 
the aliens the Doctor has encountered to date can 
be built using these traits. İf you vvish to design your 
ovvn trait, you should feel free. İf the Gamemaster 
is creating an alien as a villain or enemy for the 
characters in an adventure, they don”t really need 
to vvorry about costs and hovv many traits they have, 
vvhatever it takes to make a cool alien character. 
Hovvever, you can total up the traits you ve used to 
see fust hovv many points you vvould have spent, so 
you can see hovv povverful the alien is compared to 
the average character (vvho usualily has betvveen 
ö-10 points” vvorth of traitsl. 


As usual, Minor Traits cost 1 Character Point to 
purchase (or provide the character vvith 1 point if 
theyTre Badl. Mafor Traits cost 2 Character Points to 
purchase İor provide 2 points if theyTe bad for the 
character). 


Traits that can be purchased multiple times are 
marked vith an asterisk (”). 
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ALIEN (SPELİAL G00D TRATT) 


By purchasing the Alien Trait, the character 
is of an alien race, alien to humanity, and one 
of the infinite varletles of lifeforms. 


Effect: Alien as a trait is a “Gatevvay”, opening 
a selection of additional traits that are 
normally unavailable to humans, and costs 2 
Character Points to purchase. The Alien trait 
means that the character is from another 


planet. İnitialiy, they are ofhuman appearance 
and look similar to everyone else on Earth. 
This trait does open up the opportunity to 
purchase other specifically Alien Traits, 
and enables attributes above level ö. As a 


dovvnside, if discovered as being an Allen, 
they may suffer severe consequences (such 
as being captured by the government and 
experimented uponl. Additionally, some of 
the Alien-only traits that are novv open may 
mean that the character vvill have an alien 
appearance. 


69 G00D ALIEN TRAITS 


ADDITIONAL LIMBS“ (Minor Good ALien Trait) 
Many hands make light vvork, or so they say (though 
try saying that to Alexander Monrol. Taking this trait 
means that the alien has an additional pair of limbs. 
This can mean arms or legs or an odd alien limb or 
tentacle that functions as both. Of course, taking an 
additional pair of limbs means that the character is 
usually very obviously an alien in appearance, and 
vvilLautomatically get the Alien Appearance Bad Trait 
(Minor). The Additional Limbs trait can be taken a 
second time, giving the alien a cumulative bonus, but 
their Alien Appearance trait becomes Maflor. 


Effect: Additional Limbs is a Minor Good Alien 
Trait, and costs fust 1 point for every additional 
pair of limbs. İf the alien has additional legs, their 
effective Speed /vvhen calculating chases and alike) 
is increased by 42. İf the limbs are arms, the first 
additional action in any action round receives no 
penalty (as they can effectively do tvvo things at 
oncel. This trait can be taken tvvice to create an 
eight limbed alien, though they vvill be obviously 
more alien. Additional limbs can be had on top of 
this, but they receive no bonus and cost no extra - 
there comes a point vvhen you have so many legs 
or arms that it iust becomes confusing and you can 
end up tripping over your ovvn feet. 
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ALIEN SENSES” (Minor Good ALlien Trait) 

Most of the time, simply having a really high 
Avvareness means that your senses are particularly 
acute. Hovvever, some aliens have senses that go 
above and beyond vvhat is considered normal. İt 
could be that they can see infra-red or ultraviolet 
ends of the spectrum, they could see the eddies and 
flovvs of time, see paradoxes or simply smeltl their 
prey from a dozen rooms avvay. The cost of this trait 
could easily be offset by the Alien Appearance trait, 
saying that the character can see phenomenally 
vvell, but has big alien eyes. 


Effect: Alien Senses is a Minor Good Alien Trait. At 
character creation, the sense that is particularly 
good İvvhether this is sight, hearing, smell or 
something more exotic) should be specified and the 
particulars of the extraordinary perception İvvhat 
is so special about it and vvhat is sensedl. VVhen 
the alien uses the sense, it gains a 44 bonus to 
Avvareness rolls but only vvhen using that sense. 


İfthe environment effects the sense, this bonus may 
be reduced. For example, an alien that can see into 
the infra-red range of the spectrum can see the 
heat given off by people. He gains a 44 bonus to his 
rolls vvhen he spots the approaching Sontaran in 
the dark, but once the shooting starts, and things 
start exploding, everything vvill be hot and the 
bonus from his alien sense vvill be Lost. This trait 
can be taken mulliple times - specify a different 
sense each time. 


Note: Cannot be used vvith the Keen Senses trait. 


ARMÜUR” (Alen Minor/Mafor/Special Good Trait) 
Armour as an Alen Trait means that the alien has 
"natura armour that protects it. Armour counts 
as natural if it cannot be removed. For example, a 
Sontaran vvears very heavy battle armour, but can 
remove it. Cybermen and Dateks are literally built 
into their armoured casings and the armour cannot 
be removed. İf its a permanent feature İ(vvhether 
this is a eybernetic suit, or fust very tough, leathery 
skin) it is an Alien Trait. 


Effect: Armour as an Alien Trait can be purchased at 
various tevels. As a Minor Trait the alien has a tough 
hide that is able to reduce iniury by 5 levels. İf the 
alien is hit by a vveapon and recelives ö Levels vvorth 
of damage to reduce its attributes, this ö is reduced 
by the 5 of the Armour to a single point. This makes 
the alien quite a tough cookiel Even Lethal damage 
is resisted: treat it as 8 levels of damage and reduce 
it accordingly. 


As a Malor Trait, the damage reduction is increased 
to 10. İn most cases, this armour vvill be thick 
plating, such as metal or scales. Hovvever, their 
Coordination is reduced by 1 (to a minimum of 1). 


As a Special Trait every additional Character Point 
spent increases the armour by a further 45 (and 
reduces their Coordination by an additional -1 to 
a minimum of 1l - so if you spend 3 points on the 
trait, the creature vvill have Armour 15 and -2 
Coordination. This means you can create huge and 
heavily armoured creatures, but they don”t move 
particularly fast. 


CLIMBINU tMinor/Maior Good Alen Trait) 

The alien is exceptionally good at climbing. As 
a Minor Trait, they can climb vvalls particularly 
vvell, and as a Mafor Trait they are equally adept at 
clinging to the cellingl 


Effect: As a Minor Good Trait, Climbing means that 
the alien can climb up sheer and difficult surfaces. 
VVhile they cannot climb surfaces vvithout any grip, 
such as glass, they certainly find it easy to climb 
vvalls. They receive a 44 bonus to Coordination and 
Athletics rolls vvhen climbing. 


As a Mafor Trait they have suckers, fine hairs or 
secrete some sort of substance that provides them 
the same 44 bonus, making them able to climb 


"O 


smooth surfaces such as glass or metal, as vvell as 
clinging to the ceiling like a spider. 


ENVIRONMENTAL tMinor/Malor Good Alien Trait) 
Environmental is a catch-all trait that means the 
alien can exist in strange or harsh environments. 
İt could be that they are aquatic, and can exist lust 
as vvell undervvater as on land. They may be able to 
survive in the vacuum of space, endure the harsh 
heat of a volcanic vvorld, the extreme cold of Volag- 
Noc or exist in the Vortex itself. 


Effect: As a Minor Good Trait, the alien suffers no 
ill effects from one particular harsh condition. İf is 
something like being able to survive undervvater, 
their ability should be explained. Do they have gills, 
or can they store oxygen in some vvay? 


As a Malor Good Trait, the alien suffers no effects 
from any environment - for example, a Dalek can 
fiy through space or drive along the bottom of the 
Thames. Again, there should be some rationalisation 
of this, such as the Dalek”s battle armour. 


PEAR FACTÜUR” (Minor Good Alen Trait) 

The Fear Factor trait is designed for monsters, and 
those truly scary individuals that can send people 
running in terror. They don” have to be ugly or 
monstrous - people covvered at the Masters feet in 
fear of their lives - but something about the alien 
fills them vvith fear. 


Effect: Fear Factor is a Special Allen Trait and is 
only suitable for Villains. Each purchase of the Fear 
Factor trait adds 42 to any roll vyhen actively trying 
to strike fear into people”s hearts. See Getting 
Scared on pg.94. 
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PLIƏHT (Minor/Mafğor Good Alen Trait) 

Flight is qufte a common feature of aliens, vvhether 
it is the hovering of Daleks over the city, the flapping 
of leathery vvings heard vvhen the Krillitane are 
about to feed or the silent gliding of sharks in a 
crystalline cloud belt. This trait means that the 
alien has vvings, gas bladders, fetpacks, anti-gravity 
devices or rotors, but one vvay or another they can 
Leave the ground for extended periods. 


Effect: Flight as a Minor Good Trait means that 
the alien can take off, hover, and travel slovvly at a 
limited height. İn most cases, this is fust hovering, 
like a Dalek climbing the stairs. Their Speed is half 
of their Coordination (round dovvn, minimum of 
1), and they can usually only ascend to a height of 
around 100 metres. 


As a Maflor Good Trait, they can really take to the 
skies. Above 100 metres, their effective Speed is 
3x Coordination. They can fly as high as they like 
(though the Gamemaster may vvant to take other 
factors into account such as air, cold and other 
environmental effectsl. If they re travelling belovv 
100 metres, they vvill probably travel slovver to 
avoid obstacles and the Gamemaster may impose 
a limit for make the alien”s player roll additional 
Avvareness z- Coordination checks to see if they can 
react in time to any dangersl. 


GADGET (Minor/Maior/Special Good Trait) 

Aliens sometimes have in-built cybernetic or 
mechanical enhancement, giving them Gadget 
traits. Bannakaffalatta had an EMP device, Daleks 
have forcefields as vvell as the ability to “Emergency 
Temporal Shiftl” Gadgets are purchased as normal, 
but hovv and vvhere the gadget is plugged in” İand if 
it can be removedl should be defined. 


. 
bz" 
tq 
— 
EL: 
me) 
uz 
— 
— 
— 
— 
r) 
- 
ui 
— 
— 
— 
— 
cı 
məl 
cə 
— 
zl 
—- 
— 
m 
— 
el 
ui 


cə 
-n 
— 
ə 
— 
rT1 
0 
ız 
— 
rr 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


Effect: See Gadgets and /liggery-Pokery on pg.113 
of Chapter Three: 1 Can Fight Monsters, 1 Can”t 
Fight Physics 


İMMUNTTY”" tMaior Good Alen Trait) 

Many aliens are immune to one form of harm or 
another. A former head of UNİT once commented 
hovv nice it vvould be to face an alien enemy that 
vvasn”t immune to bulletsl Hovvever, being immune 
to the effects of certain vveapons is not as common 
as he”d liked to belleve, and often the cost of this 
trait is countered by taking the VVeakness trait (see 
pg.48). For example, Autons are immune to bullets 
- they can be shot many times - but are vulnerable 
to having their control signal cut off. 


Effect: İmmunity is a Mafor Good Alien Trait. VVhen 
taking this trait, the specific thing that the alien is 
immune to must be clearly defined, vvhether this is 
something as simple as bullets, acid, mind control 
or polson. İf the immunity is particularly povverful, 
such as bullets, the Gamemaster may balance this 
immunity vvith a vveakness, especlally in maflor Villains 
or player characters. The trait can be taken multiple 
times - specify a different immunity each time. 


İMPERVIDUS tMaior Allen Good Trait) 

The lİmpervious trait means the alien is extremely 
resistant to damage from any form of vveapon. This 
might be due to an almost insubstantial form or a 
body of stone or metal. 


Effects: VVhen hit by a vveapon, shift the damage 
result dovvn by one step (for example, Fantastic 
becomes Goodl before applying any other abilities. 
Successful attacks vvill alvvays do a minimum of 1 
point of damage though. 


İNFELTIÜN tMaior Good Alen Trait) 

Some aliens have the nasty ability to transmit their 
“alien-ness” into other beings. Sometimes it can 
start as a strange green rash that comes from a 
bite or scratch that takes over the victim until they 
become alien themselves, or it could mean that the 
unsuspecting target becomes host to the alien s 
consciousness. 


Effects: Infection can vvork in a couple of vvays, both 
are Malor Good Alien Traits. As a transmittable 
disease, the target needs to be scratched, bitten or 
take some form of physical damage. İf the damage 
penetrates any armour vvorn, or if the victim failed 
vvith a Bad or Disastrous result, they become 


infected. At regular intervals (usually every hour or 
day) they vvill have to make a Resolve and Strength 
roll, against the Resolve and Strength of the alien. 


Failing this vvil. mean the infection has spread. 
The Gamemaster should decide hovv many failures 
mean the target has become alien (one fail spreads 
to a vvhole arm, tvvo fails to the chest, etc.l. İt 
should give the characters time to find an antidotel 
The other vvay it can vvork is by making the target 
susceptible to possession, making them host to the 
alien, and the infection is actually the alien moving 
from one host to another. Again, this is usually 
from sustaining an iniury. Once infected İas abovel, 
the target vvill have to make similar rolls, though 
instead of resisting the infection spreading, this is to 
resist becoming possessed (see Being Possessed 
on pg.95l). 


NATURAL VEAPÜUNS” 

(Minor/Mağor Alen Good Trait) 

The alien has some form of vveaponry that is part 
of their form. This could be something as simple 
as toxic breath, a polsonous bite or sharp clavvs, to 
built in guns or being able to fire sharp spines. As 
long is it is not something that is usually dropped or 
carried (like a gun or svvord), and is part of the alien 
(like a Dalek”s gun or a VVeeping Angels” clavvs) then 
it is technically a “natural” vveapon. 


Effect: This is a Minor or Mafor Alien Good Trait that 
can be purchased multiple times if the creature is 
particularly dangerous. 


As a Minor Trait, the vveapon is only for close 
combat. These are usually teeth, clavvs, spines or 
electrical shock or something similar. A vveapon 


like this increases the damage of the usual physical 
attack by 42, so the alien s damage is equal to 
their Strength “2. This increase is iust like normal 
close combat vveapons, as the trait adds blades or 
“dangerous” damage to their physical attack. 


As a Maflor Trait, the vveapon shoots something 
(like a poisonous spine, fingernail, flaming breath 
or büilt-in gunl. A ranged Natural VVeapon vvill have 
the same damage 12/5/7) but can reach a greater 
distance than a simple svvipe of a clavv. 


This trait can be purchased multiple times to reflect 
various forms of defence that the creature has, or 
it can vvork on a single vveapon and increase the 
damage cumulatively. For example, a Dalek has 
only one vveapon (the Exterminator “death ray?). ls 
a long range vveapon that usually kills vvith one shot, 
so the Exterminator is vvorth tvvo Mafor Natural 
VVeapons Traits, if not more. 


NETİVORHED tMinor/Mafor Good Alien Trait) 

The Netvvorked trait means that the alien is 
connected in some vvay to others of their kind. 
VVhether this is an inbuilt gadget this connects them 
to others, a telepathic field or a "hive mind” it means 
that if one is in trouble or iniured, it can caLl for aid. 
VVhether others are in close proximity to help is 
another matter... 


Effect: Netvvorked is a Minor or Mafor Good Trait. 
As a Minor Trait, the aliens simply sense each other, 
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and knovv vvhen one is in trouble. They don” really 
“talk” to each other, but they can congregate in one 
place or knovv vvhere to go in a similar manner to 
the Autons. 


As a Malor trait, they have the equivalent of the 
Telepathy Trait connecting them to each other, 
or even to a hive mind. Cybermen are more like 
this, they have the ability to send communications 
to other units. Most of the time, the range of this 
communication is limited. You can use the Telepathy 
Psychic Trait as a guide (see pg.55). 


PÜSSESS (special Good Alen Trait) 

This is technically the highest possible level of 
the Hypnosis trait (see pg.34). Possess allovvs the 
alien to take over another person and control their 
actions. VVhile in the host body, the alien can make it 
do or say almost anything (though they cannot make 
the host kill themselves, their survival instinct is 
too strong for even that). Possessing someone is 
an exhausting affair, and if the alien has a normal 
body that it has left behind somevvhere, it vvill need 
protecting (and may die of starvation if they re out of 
their body too longl. 


Effect: dust as vvith the Hypnosis Trait, the target 
vvil. have the opportunity to resist becoming 
possessed İvvith an İIngenuity - Resolve test) The 
possessing alien receives a 444 bonus on their first 
roll to possess someone, though if they fail this 
every attempt that follovvs loses this bonus. 
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The possessing alien can inhabit the body for as 
many hours as they have Resolve, though very 
povverful foes (such as the Family of Blood) could 
inhabit a body indefinitely. İf they force the host 
to do something very against their nature (such 
as attack one of their friends) the victim vvill have 
another chance to resist. On a Fantastic result, the 
possessing entity may be refected from the host 
completelyl For additional information, see Being 
Possessed on pg.?5. 


REPLICATIDN tMaior Good Alen Trait) 

Unlike the İnfection trait, Replication means that the 
alien can multiply itself by various means vvithout 
the need of transmitting its alien-ness to another life 
form. İt could be that they bud" and create a youthful 
clone of themselves vvithout natural reproduction, or 
it could be that any limbs lost or removed vvitl grovv 
into a duplicate version of themselves. 


Effects: As a Malor Good Trait, the alien can 
replicate itself outside the normal expected means 
of reproduction. This can mean spavvning a childlike 


offspring or creating a duplicate of the original. The 
alien vvill have to make a Resolve and Strength roll, 
Difficulty 15. A result of Success or higher means 
that the replication is successful and another 
version of the alien has been “born” İt vvill be 
confused and disorientated for a fevv minutes. A 
childlike offspring vvill grovv at a normal rate unless 
artificially accelerated and vvill learn as it goes. A 
duplicate vvill be born” vvith the same Attributes and 
Skills of the original, 


İfa player character takes this Trait, the duplicate 
vvill not be playable” by the same player, unless the 
original is incapacitated or killed. Gamemasters 
should be avvare of the vvay this Trait can produce an 
army of clones or duplicates that could threaten to 
take over the vvorld or othervvise quickly unbalance 
a game. 


RESISTANLE (Minor Alien Good Trait) 

One specific environmental force or source of 
damage has less effect on the alien than it vvould 
on a human. 


SİZE 


Aliens come in all shapes and sizes. Luckily 
for the Doctor, many of his adversarles are of a 
relatively similar size to humans but vvhen facing 
gigantic creatures such as the Beast or the Dalek 
Emperor, or tiny foes such as the ÜGraske or 
Cassandra s spider drones, the Gamemaster may 
vvish to include some additional rules to take their 
size into account. İf the creature is larger, they 
should purchase the Huge Good Alien Trait and if 
tiny it should take the Small Bad Allen Trait. There 
are advantages and disadvantages to both but in 
a combat situation, the benefits of being huge 
usually outvveigh those of being tiny. Taking either 
of these traits vvill mean the alien automatıcally 
has to take the Alien Appearance trait (see p.491. 


HUME Minor/Malor Good Alen Trait) 

This trait means that the alien is larger than 
human sized. As a Minor Trait, the alien is certainly 
larger than human, larger than a -udoon. The 
alien is around the size of a van or an elephant. 
As a Mafor Trait, they are even bigger than this 
- vve”re getting to the size of a T-Rex or even 
bigger. Depending upon the level of this trait, 
the alien vvill receive a bonus to their Strength 
and Speed, and modifiers for enemies vvho try to 


shoot at it (see the table). lt is not recommended 
to allovv this trait in player characters. 


TINY t(Minor/Mafor Bad Alen Trait) 

This trait means that the alien is a lot smaller than 
human sized. As a Minor Trait, the alien is around 
the size of a Graske, or a very large dog. As a Maflor 
Trait, the alien is even smaller, possibly as small 
as a rat or even smallerl Depending upon the level 
of the trait, their effective Strength vvill be reduced 
but there vvill be heavy modifiers for anyone trying 
to attack them, or to even see them İsee the tablel. 


SİZE 


MÜDİFHER TÜ EFPECTİVE MÜDİFİER 
STRENETH SPEED Tü BE HİT TÜ BE SEEN 
Tiny (Mafor) -8 
Tiny (Minor) -4 
Human 0 
Huge (Minor) YA 
Huge (Mafor) 8 


As alvvays, if the Gamemaster thinks this rule slovvs 
the game dovvn or makes things too complicated, it 
can be ignored. 


Effects: Pick a single element or force, like gunfire, 
radiation or heat. You halve any damage or effects 
from that specific source. 


SHAPESHİPT 

(Minor/Mafor/Special Good Alen Trait) 

Some aliens have the ability to look like something 
else. This is especially useful if youTe a 2 1/2 metre 
tall green alien vvith clavvs, or if you vvish to try to 
mimic someone to gain information. The actual 
methods of “shapeshifting” can be as complex as 
genetic manipulation, or a racial ability, to something 
as basic (and barbaric) as vvearing a suit of human 
skin. 


Effect: As a Minor Good Trait, this means that 
the alien can disguise itself as a fairly convincing 
member of another race İusually human). The 
Slitheen”s skin-suit and compression technology is 
a good example of this, as is the Nestenes tactic 
of replicating humans. İn both of these cases, the 
disguise vvas not perfect, and at this level close 
examination may reveal the truth. 


As a Mafor Good Trait, the alien can physically 
shapeshift, like the VVerevvolf, the Krillitane or the 
Carrionite vvitches, into a perfect human (or other 
specified racel. The change is so complete that the 
alien”s form cannot be discovered by basic physical 
examination or observation. 


İf the alien is able to shapeshift into multiple forms 
and replicate actual people, like Prisoner Zero, then 
the trait is a Special Good Trait that costs 4 points. 


SPELİAL (special Good Alen Trait) 

Sometimes aliens can do something remarkable 
and odd, something that none of the other povvers 
and abilities listed here covers. İt could be the 
VVeeping AngeUs ability to send its victims back 
through time or the Krillitane”s ability to steal the 
traits and features of the races they conquer. This 
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trait allovvs the Gamemaster to go vvild and create 
the odd and special povvers that can sometimes 
define the race. 


Effect: This is a Special Trait that costs 3 points 
or more. The more povverful the ability, the more 
the trait costs. Using other povvers as a gulde, 
the Gamemaster can create any povver they feel 
necessary to make a cool alien. This can be around 
3-A points for the Krillitane”s ability, to 7-8 points 
for being able to move faster than you can imagine 
(vvhen yourre not Lookingl and being able to send 
your victims back in time. Specific traits for these 
povvers can be created, or the Gamemaster can 
simply use the Special Trait to cover these. 


TELEPÜRT (Maior Good Trait) 

İt is rare for a creature to be able to teleport, 
to disappear from one location and appear in 
another. Hovvever, some aliens have developed 
the technology to do it. Some, particularly scarce 
creatures can do it vvithout the means of gadgets or 
gizmos. İf, like the Slitheen, they can teleport vvith a 
device, then its simply a Gadget. İf they can teleport 
vvithout a device, appearing vvherever is necessary, 
like the Reapers, vvho appear vvhere a paradox is 
evident, then this is an Alien Trait. 


Effect: Teleport is a Maior Good Trait. The alien vvill 
have to make an Avvareness - Resolve rollto teleport, 
and can only “İump” to places they are familiar vvith. 
Most aliens that appear in unfamiliar places have 
some sortof psychic ability to see the location before 
teleporting. İf they re familiar vvith the location, 
the Difficulty is 12, thought the Gamemaster may 
increase this due to environmental factors. Good or 
Fantastic results mean a perfect teleport, hovvever 
a Success means they find themselves vveakened 
and disorientated for a fevv minutes until they can 
recover and get their bearings. Failure means the 
alien doesn t move, though a Disastrous Result 
teleports the alien into some obiect or item that 
vvill cause Dö levels of damage before their reflexes 
teleport them to a safer location. 
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VÜURTEX (special Good Alen Trait) 

The Alien version of the Vortex trait (see pg.57) 
costs 8 points. This high Level of Vortex means the 
character can time travel vvithout the need of a ship 
or device, literally stepping through time. 


Effect: The Vortex trait adds 42 to any roll that 
involves piloting a time travel or Vortex manipulating 
device. Controlling the TARDIS (or other such time 
vesselsl is so tricky to the unskilled, that it is almost 
impossible to actually be able to succeed at the task 
vvithout having the Vortex trait. The Allen level of this 
trait, that allovvs time travel vvithout a device and 
requires an İngenulty - Resolve roll to use, and the 
expenditure of tvvo Story Points. The more successful 
the roli, the more accurate the "İump” through time. 


69 BAD ALIEN TRAIHTS 


ALIEN APPEARANLE 

(Minor/Mafior Bad Alien Trait) 

VVhile many aliens can pass for human under 
some circumstances (or tovv lightingl, you have an 
obviously alien appearance. İt could be that you re 
basically human but green, or have a large head to 
accommodate the massive brain povver or polnty ears, 
or it might be rather more extreme such as reptilian 
features or you might Look like a big bug or a catl 


Effect: Alien Appearance is a Bad Trait. The more 
severe the Alien Appearance trait, the more “alien” 
the character looks. As a Minor Bad Trait, Alien 
Appearance means the character is basically 
humanoid but vvith a distinctive alien feature. İn 
most cases, vvhen they encounter people vvho 
are OK vvith aliens their reaction vvill be minimal, 
hovvever vvhen meeting inhabitants of lovver-level 
planets (see Tech Levels, pg.ö6) vvho may not have 
met aliens before, social rolls vvill all suffer a -2 
penalty İthat is if they don”t ust run avvayll. 


As a Maior Bad Trait, the "alien-ness” ofthe character 
is more extreme. The may have tentacles instead of 
limbs, or a face like a squid - they could look like 
anythingl Again, on advanced planets that are used 
to aliens this isn”t a problem, but if they meet less 
experienced peoples they vvill suffer a -4 penalty 
on social rolls (possibly even become the target of 
scared locals vvho assume the alien is hostilel). 


ENSLAVED tMaior Bad Alen Trait) 

İn a universe of vvar and hostility, there are many 
races that are unable to defend themselves, and 
suffer under the dominion of others. The Enslaved 
trait can mean that the alien is part of an enslaved 
race, such as the Ood, or even fust a race that has 
been genetically created to serve others, such 
as the Pig Slaves that served the Cult of Skaro in 
Manhattan. 


Effect: Enslaved means that the alien is part of a 
recognisably enslaved race. VVhile the race may 
have been freed, they may still suffer the social 
stigma of their past, or they may currently be under 
the control of a dominant race. On top of being under 
the controlofothers, the alien vvillgeta -2 penalty on 
all social rolls (usually involving their Presence or 
Resolve) vvhen trying to voice their opinion because 
of their enforced subservient nature. Even if freed, 
itvvilltake time to break their submissive attitude. İt 
doesn”t mean it is impossible, there have been many 
occasions of vocal slaves leading a revolution, but 
they vvill have to overcome their subservience. 
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İTS A RÜLLERCDASTER VTTH YDU 


69 HÜV TÜ PLAY A 
RULEPLAYIN6e GAME 


Hopefully by this point you”(l have a good idea of 
vvhat this roleplaying thing is all about and vvhat a 
game entails. Hovvever, vve knovv that this may be 
nevv to a Lot of people, so vveve dedicated a chapter 
in this book to shovv you hovv a game should vvork: 
vvhat you can do as a player to make the game more 
fun, as vvell as plenty of advice for the Gamemaster 
on the daunting task of running a game. 


YÜUR FIRST GAME 

The first game you play may be a Little avvkvvard, but 
don” tet it put you off. lts only your first game and 
it İL take a fevv goes to get used to hovv to “do” things, 
vvhether this is hovv the rules vvork for performing 
a task, or fust interacting vvith the other characters. 
After a fevv rolls, and a couple of scenes, you”ll soon 
pick it up and vve think that after a fevv games you”1l 
be so confident you probably vvon” have to Look in the 
rulebook very often unless something tricky occurs. 


HELP EACH ÜTHER 

Unlike most games that you may be familiar vvith, 
there are no vvinners or losers in the Doctor V/ho 
Roleplaying Game. İn fact, there are no vvinners or 


Losers in any roleplaying game, its all about having 
fun and telling a great story. VVith no vvinners, it 
means there”s no competitive streak coming into 
play betvveen the players, so they should actually 
help each other to achieve their goals. 


Characters should help each other iust as they vvould 
do in the actual situation. But it doesn” have to stop 
there - you can alvvays extend this help to other 
players, rather than fust other characters. İf your 
character is in a different location, and not playing an 
active part at that moment, there”s nothing stopping 
you from helping if one of the players is stuck or 
unsure vvhat to do. İt may depend upon the situation, 
of course. İf youre going to be helpful, try to think 
of vyhat the other player”s character is like and the 
situation theyTe in. Don” iust say, “My character is 
locked in the third cell on the left,” if the other player 
İs searching the facility to rescue you. İf a player acts 
on information that their character vvouldn”t knovv, 
there"s a special vvord for it: its called "metagaming”. 
Metagaming is a no-no. İt destroys the suspension of 
disbelief and can ruin the feel of a game. VVe”ll cover 
that in a moment. 


İnstead, you could help by aiding the other players 
İn coming up vvith great and imaginative actions that 
make great storytelling, ensuring the game rattles 
along at a great pace. 


RULES ARE MEANT TÜ BE BRUHEN 

Don”t let the rules slovv things dovvn. Everything 
in the game can be accomplished vvith the same 
basic rule, from folding an origami bird to revviring 
the TARDIS. Most of the time, the Gamemaster vvill 
help vvith these rules and hovv to use them, but dont 
vvorry too much about follovving everything to the 
letter. The rules are there to ensure everything runs 
smoothly, but pausing in the middle of a desperate 
chase to look something up is going to halt the flovv 
and the suspension of disbellef. 


Simply put: don t vvorry about it. Run vvith it, and 
remember, the Gamemaster is there to help you out 
and to keep things running smooth. 


DÜN”T CHEAT 

On the other hand, hovvever, you shouldn”t cheat. 
Cheating takes the fun out ofthe game. İf its a really 
crucial moment, and your character is looking like 
they re gonna get fried by the dudoon as they march 
into the place, its not really your place to cheat. 
Characters die, they get fed up and Leave, and you 
move on - you get a nevv character vvho may be even 
better than your lastl If you think youTe going to get 
killed, go out fighting or dolng something suitably 
heroic. 


Become the stuff of legend. İf you do something 
memorable and the odds vvere really against you, 
the Gamemaster vvill revvard you vvith Story Points 
or other cool stuff for your next character. 


İt doesn”t mean that cheating doesn”t go on in the 
game, but this is purely up to the Gamemaster. İf 
a situation is dire, or if you”re about to uncover 
the villain”s plot vvay too early in the story, the 
Gamemaster may fudge some rolls. They vvon”t tell 
you about it but any cheating done this vvay is for the 
benefit of the vvhole game. Having the characters 
killed too early because you”ve done something 
silly, or ruining the villain”s plot, vvill spoil the game 
for everyone, so there may be a Little bending of the 
rules. İt vvon”t happen often, and the Gamemaster 
has the final say, but theyre the only ones vvho 
should be “cheating”. 


METAGAMINüu 

Metagaming is a fancy vvord for your character doing 
something based on information they vvouldn”t have. 
There"s a difference betvveen vvhat you knovv as a 
player, and vvhat your character knovvs. Sometimes 
this can be information that"s important to the plot. 
For example, if you as a player have overheard vvhere 
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the villains have taken your fellovv time traveller, you 
may be tempted to act upon this information and 
say, “I knovv - they ve taken Clara to Holding Cell 7 
on the mothership.” You have to remember, if your 
character has no vvay of knovving this, they shouldnt 
be acting upon the information. İt should be part of 
the adventure vvhere the characters investigate to 
uncover their location, and hovv to attempt a rescue. 


The other vvay you may be tempted to metagame, and 
almost as bad as the previous example, is having 
your character knovv something purely because 
of the rules. İf, for example, Danny is cornered by 
a CUyberman in the school canteen, he vvouldn”t 
knovv about the Cyberman:/s vveakness to gold. 
Danny”s player may knovv about the Cyberman”s 
vveakness but Danny himself has never 
encountered a Cyberman before, at least 
not face to face. 


Again, knovving hovv strong an enemy is 
from reading through the rulebooks 
shouldn”t influence your character”s 
actions, if you do, it”s a great excuse 
for the Gamemaster to make the 
villains even more povverful than you 
vvere expectingl 


PUT THE “UHARALTER” IN 
UHARALTER 


There"s a massive difference betvveen your 
character being fust a bunch of numbers 
and statistics on a sheet of paper, and them 
actually being a “character”. There are a fevv 
vvays of doing this, and it doesnt take too 
much vvork. 


First of all, think of vvho your character 
is. İmagine youre vvriting a book. VVe”ve 
already suggested vvhen you put the 
“finishing touches” to your character that 
you think about vvho they are and vvhat 
they do, vvhat their family is like, and so 
on. You can take this a step further and 
come up vvith some interesting back- 
story. 


Clara vvas “the lmpossible Gir, a 
figure vvho the Doctor kept meeting in 
different times and places. She became 
a mystery for the Doctor to solve, and 
in doing so (lara iolned him on his 
adventures - until one day she became 
an irrevocable part of his personal 
timestream. 
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Little details like that may seem unimportant 
vvhen youre first creating your character, but the 
Gamemaster may take these facts avvay vvith her and 
vvrite something into a future adventure that may 
relate to your character”s history. İn Clara”s case, her 
mysterious background became a means to save the 
Doctor from the Great Intelligence”s trap. 


Another vvay to add depth to your character is 
to actually talk for your character in the game. 
İt doesn”t mean you have to put on an accent or 
anything, though you can if you like. Rather than 
saying, “My character asks them vvhere they vvere 
vvhen the body vvas found,” you could act as your 
character and say, “VVhere vvere you vvhen the body 
vvas found?” TİL help. 


Of course, you may not vvant to put on an accent, but 
you can change the vvay you speak to be more like the 
character. İf getting into character means doing odd 
things, gofor itifit helps. İf you feel more in character 
if you actually had a Sonic Screvvdriver vvhen you re 
using it in the game, feel free to vvave a prop one 
around at the appropriate moment. İt all adds to tone 
of the game and keeps it fun and exciting. 


GET İNVOLVED 

One of the great traps vvith roleplaying games is to 
slip out of the game and start chatting about vvhat 
vvas on TV the other night. You re vvith your friends, 


so there are bound to be moments of conversation 
during the game like this. Hovvever, if youre not 
involved in the game, youre Losing out. 


Roleplaying games are interactive, and the more 
you put into the game, the better it”ll be. Keep a 
pencil and paper handy, and make notes if you need 
to. Most of us do - it makes it better if you can say 
“Mr. Smiggins, the groundsman, vvas found killed 
by a monstrous creature” and you can actually 
remember his name from earlier, rather than fust 
saying “That guy vve met earlier vvith the accent 
and the hat... er... vvhat vvas his name again?” This 
İs especially so if you can”t remember the names of 
the other players:” charactersl 


You”llfind that there are scenes vvhen your character 
isn t dolng anything, vvhen the action focuses on 
other members of the TARDIS crevv., There are a 
couple of vvays of looking at this - you could read 
this book and svvitch off from Listening, thinking “If 
my character isn”t there, 1 vvouldn”t knovv all this 
İs golng on, so 1 shouldn” ruin itl” Thats fine, but 
vve don vvant you to sit and get bored if there"s a 
particularly long scene that youre not involved in. 
The other vvay is to listen to vvhat is going on. As long 
as you re not acting on any of the information, and 
you get back "into character” vvhen you re involved 
again, there”s no problem vvith paying attention to 
vvhat other characters are doilng, or even offering 
ideas and suggestions (see abovel. 


Of course, the ultimate vvay to get involved is to make 
sure you turn up to the game. There”s nothing more 
frustrating for the Gamemaster than preparing 
a great and exciting adventure and then not have 
players shovv up because they re too busy playing 
on their games console. lt”s OK if you re only 
intending on turning up vvhen you can, if you have 
commitments, but the Gamemaster may assign 
you interesting supporting characters rather than 
a mafor character that continues from adventure to 
adventure. You could end up playing someone like 
Professor Palmer one game, Captain Ferring the 
follovving game, or even Vincent Van Gogh the next, 
characters vvho don ”t really continue from one story 
to the next, but can play an important part in the 
overall plot. Story Points vvould continue from one 
character to the next, depending upon hovv vvell you 
played, but it means you get to stretch yourself and 
play loads of different peoplel 


DÜNT BE AV/HVVARD 

Sometimes, you can have a great idea for a 
character, and it fust doesnTt fit in vvith the rest of 
the game. lmagine you have a game planned: the 
characters are a group of friends vvho all hang out 
together. They re average older student types vvho 
sit around in gloomy bars and vvonder vvhy their lives 
are so grey. They re going to get caughtuup in a great 
plot vvhere aliens are invading and brainvvashing 
kids through their MP3 players, turning them into 
dangerous killers. 


The players all generate their characters, vvork out 
their backgrounds, and then one of them says, “My 
character is eight years old, she”s a psychic vvho can 
break things vvith her mind and she”s escaped from 
a children”s home vvhere they vvere experimenting 
on her abilities.” Great idea for a character, but as 
the rest of the group are all sulky students, they re 
not going to hang around vvith an 8-year old. lUd be 
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like the player saying, “my character is a survivor of 
the battle of Canary VVharf, he vvas partially eybered 
vvhen the Cybermen tried converting him, but they 
all got sucked into the Void. He”s a good guy novv, 
though he looks about 8096 Cyberman.” Interesting 
choice for a character, but they re going to be a little 
obvious vvhen they re vvalking about or trying to 
sneak into places. 


Try to come up vvith a character that vvorks vvith the 
other players, and everyone can get on vvith. IL 
make it more fun for everyone involved. 


DONT Hüq TTI 

dust because you re playing the Doctor, doesn”t 
mean you have to be the centre of attention all the 
time. Letthe other characters (and playersl have their 
chance to shine. VVere going to help the Gamemaster 
(in the next chapterl to ensure that everyone has 
their chance to be cool, be the key element in the 
story, and to prove their vvorth, so donft try to be the 
focus of the story vvhen it"s obviously not your turn. 


For example, vvhen Danny vvas killed by a car and 
taken to the Nethersphere, the other characters 
took centre stage as they tried to save him. VVhen the 
TARDIS vvas shrunk by the Boneless, even the Doctor 
had to take a back seat as Clara tried to save him. 


Everyone vvill have their turn. 


VVHAT VVÜULD THE DÜCTÜR DÜ? 

The greatest bit of advice for any player of the Doctor 
VVho Roleplaying Game is to ask yourself this 
question: “VVhat vvould the Doctor do?” İf trapped in a 
situation, or facing seemingly unbeatable odds, try to 
think like the Doctor. 
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65 RECURRING THEMES 


There are a fevv recurring themes in the Doctor”s 
adventures and they re important to the atmosphere 
of the game. İf you can capture these themes in the 
game, ill feel more like you re part of one of the 
Doctor”s great adventures. 


SENSE 0F ADVENTURE 

ALL of the characters in the TARDIS have a real sense 
of adventure: a desire to see the universe and to 
experience the sheer vvonder of it all, 


İt may seem hard to imagine, but here”s a vvay of 
(ooking at it - have a think about the vvorld you re 
(iving in. VVe”re not fust talking about the game here, 
vve mean the really real vvorld. Think of yourself, 
sitting reading this book, then imagine your home, 
the street you re in, the tovvn or city. Keep thinking 
further out, the countryside around the city, the 
county you”re in, the country. lmagine hovv small 
you are if people in a space station vvere looking 
dovvn on you from orbit. Novv imagine hovv smatl the 
planet Earth is compared to the other planets in our 
system. Then imagine hovv small our solar system is 
compared to the rest of the galaxy, and that s iust a 
fraction of the universe out there. İnstead of thinking 
hovv small you are, imagine hovv big the universe is. 
İUs all out there - sights you”d never imagine in your 
vvildest dreams. The Doctor tells Clara about the 
planet Obsidian, shrouded in perpetual darkness, 
and Thedion Four, vvhere it constantly rained acid. 
Hovv cool vvould they be to visit? 


İUs the drive to see nevvstuffthat keeps the characters 
going. The Doctor has been around for hundreds and 
hundreds of years, but he keeps travelling, because 
he has the vvhole universe and the vvhole of time to 
explore. That/s an avvful lot to see. 


The vvhole of time. Novv thats an amazing thought 
too. İmagine you could see the birth of the planet, or 
its destruction. The Doctor has vvitnessed bothl You 
could see the davvn of man, vvhat actually killed off 
the dinosaurs or the rise of the Roman Empire. Visit 
the old vvest, feudal lapan or find out vvho started 
the Great Fire of London. Or see the first human 
colonists launch into space, the first cities on the 
moon or Mars. 


THE G00D, THE BAD AND THE UüLY 

Most of the people vvho travel vvith the Doctor are 
inherently good, facing the evils in the universe. Of 
course, this evil comes in many shapes and forms, 


but their actions usually declare their evil intentions, 
and it is clear early on that they are up to no good. 


The Doctor usually takes the “moral high ground” 
by refusing to kill or use guns. VVhen it comes to 
his companions, they are under his vvatchful eye 
and encouraged to do the same. Even vvhen they re 
not under the Doctor”s vvatchful eye, characters are 
inherently good, those vvho prove not to be either 
learn from their mistakes, or the Doctor leaves them 
vvhere they can do Uittle harm. 


Villains usually have a purpose that threatens the 
stability of the universe, or attack anything that is 
“different” to them. The prime examples are the 
Daleks and the Cybermen. Daleks, if you look back 
far enough, vvere originally a race called the Kaleds, 
battling the Thals on Skaro. The Kaleds looked 
human, but every shred of humanity vvas removed 
as the creatures mutated into the hateful creatures 


that vve”re familiar vvith. Anything that vvasn”t Dalek 
vvas inferior and vveak, and considered unvvorthy of 
üiving, fit only for “extermination”. The same can be 
said of the Cybermen: they again vvere once human, 
but have “upgraded” like the Daleks. Anything that 
isn”t Cyberman is either converted into a Cyberman 
or “deleted” as being unfit. 


Most villains vvant to corrupt or mutate humanity 
İn some vvay or fust to rule it as mankind/s master 
and superior. Some, hovvever, f/ust vvant to vvatch the 
universe burn... 


CURI0USER AND CURİDUSER 

Another recurring theme is the sense of mystery: 
investigating the unexplained, the desire to find out 
more and to tearn. This can be as simple as f/ust 
learning something nevv to broaden your horizons a 
bit, but usually this investigation is dovvn to good old- 
fashioned detective-vvork. The characters find out 
something and rather than Leaving it for “someone 
else to sort out), they get involved, Look into the 
mystery, and try to uncover the villain”s plots. 


A good story involves a great mystery that needs to 
be solved. VVhy does Clara look like someone the 
Doctor has met before? VVhy is there a dinosaur 
roaming about London? VVhy is humanity planning to 
blovv up the Moon? VVho has vviped their memories 
and ordered them to rob a bank? İs there such a 
thing as a “good” Dalek? VVhere do people go vvhen 
they die? ALI these are great questions that ll get you 
into the action. 


THE TNDOMTTABLE” HUMAN RACE 

Humanity survives, and seems to be one of the most 
enduring species in the universe. From their primitive 
upbringings, humanity may spend a fevv millennia as 
dovvnloads or other forms, but eventually they return 
to the same basic form - right until the end of the 
universe. 


A recurring theme is vvhat it means to be human, /lust 
as the villains are usually no longer human and are 
trying to destroy or corrupt it. You may be travelling 
the universe through time and space, but there are 
times vvhen the basics of humanity - family, children, 
partnership - seem to be even more important 
than being able to do all these vvondrous things. 
The Doctor can live for centuries, travel anyvvhere 
in history and space, but the chance of marriage, 
children, and a normal life seems to be something 
remarkable and out of reach. 


On the one hand, having a normal life doesn t seem 
to be all that exciting. Going to vvork, going home, 
eating chips, all sound horribly mundane after 
seeing the vvonders of the universe, but to the Doctor 
this mundanity must seem like a holiday from the 
constant peril and danger he finds himself in. Only 
someone vvith his endurance can keep travelling 
through all these dangers, and it is no vvonder that 
his companions often need to leave the TARDIS and 
return to some form of normality, even if its fust for 
a short vvhile. 


Despite their mundanity, humanity as a vvhole has 
this persistent spirit. A drive to keep going through 
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all adversity. This spirit and their innate humanity is 
so strong that it vvill last to the end of the universe 
itself, The human race is amazing, and you should 
never forget that. 


MAHING A DIFFERENCE 

The Doctor touches many LÜves in his 
travels, and every one he encounters is 
changed in some vvay. The Earth vvould 
have been destroyed many times over if 
the Doctor hadn t intervened and on an 
individual level, many people”s lives have 
even been changed by the Doctor completely. 


VVhen playing, don ”t think purely of self-gain. 
Think of hovv you can make a difference. 
You may have landed on an alien vvorld, 
but think of its inhabitants. They have 
every right to be themselves and to live 
free lives. ust because they re aliens, 
doesn” t mean they dor” deserve to be 
saved from hostile forces. 


PALIHSM 

This is certainly an area vvhere the 
Doctor VVho Roleplaying Game differs. 
Many games thrive on combat and 
violence. VVhen faced vvith an invading 
species, the usual response is to blast 
"em out of the sky, charge in vvith 
guns a blazing and send "em packingl 
VVell, that may be the vvay Torchvvood 
vvorks, but is not the vvay the Doctor 
does things. 


The “Gunsare Bad” section in Chapter 
Three: 1 Can Fight Monsters, 1 Can”t 
Fight Physics (see pg.88) gives you 
some alternatives to fighting, but 
it may be that you”ll have to get 
used to the idea of giving up and 
allovving yourself to be captured, or 
running avvay, rather than trying to 
face dovvn the overvvhelming force 
vvith violence. 


İt may be hard to find, and it 
might not alvvays be readily 

accepted, but there is alvvays 

an alternative - there is alvvays 

a choice, and even villains 
should be given the chance to 
surrender. 
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€ GAMEMASTERING 


ALLof this advice applies to every player of the Doctor 
VVho Roleplaying Game, but one player is going 
to have to take on a bit more responsibility and be 
the Gamemaster. As such, vve”ll dedicate the rest 
of this chapter to the tricky and revvarding task of 
Gamemastering. 


Being the Gamemaster may seem like a Lonely iob, 
but the game is designed to be a collaborative effort 
betvveen Gamemaster and atl of the players. VVe”ll 
guide you through Gamemastering, give you some 
help through the tricky bits, and advise you on the 
vvays to get the best out of your players and your 
game. 


But vhat does a Gamemaster do? lt is easier than it 
all sounds: in the role of Gamemaster you İl be asked 
to be part storyteller and part referee. 


Storyteller 

Although you”re all making a great adventure 
together, the Gamemaster has the basic idea of 
vvhere the plot vvill go, has certain scenes planned 
and some cool action vvorked out and knovvs the story 
of the adventure. The players could do something 
completely unexpected, taking the story into nevv 
directions, and the Gamemaster vvill often have to 
steer the players in the right direction, develop the 
story vvith them and inspire a great adventure. 


As a storyteller its the Gamemaster”s iob to bring 
the action to Life. İs OK to say, “the spaceship 
takes off”, but if you tell the players, “the spaceship 
rumbles into action, sending vibrations through the 
ground before it soars into the purple skies, leaving 
a trail in its vvake,” it is golng to sound cooler and 
give the players a better picture of vvhat is golng on. 
The better your descriptions, the more the game vvill 
come alive for the players and the better they vvitl be 
inspired to contribute to the story. 


VVhen the characters go into a nevv place, ill be up 
to the Gamemaster to describe the location so the 
characters get a feel for the area. The better the 
detail and description, the better the players vvill be 
able to picture vvhere they are and vvhat they have to 
interact vvith. You”(L have to describe the place, the 
sounds, the smells and the vveather. Hovv vvarm is 
it, is there a bad feeling in the place that indicates 
that something has happened? ALI of this can make 
the gaming experience more engaging and more 
exciting. 


İf the players take your description and run vvith 
it, inventing further details as they describe vvhat 
they are doing, then greatl İs a sign that they are 
really getting into it, so encourage this and revvard 
them for it by developing the story around them and 
incorporate their ideas into your setting. 


Referee 

VVhile creating great stories and nevv adventures for 
the characters, the Doctor VVho Roleplaying Game 
İS a game and games need rules. This book provides 
the rules, but in your role as Gamemaster you”1l 
be asked to make fudgement calls and decide the 
outcome of rolis, Not only that, you”ll be expected to 
knovv the rules fairly vvell and so it may be up to you 
to teach the rest of the gaming group exactly hovv to 


playl 


VVHÜU SHÜULD BE GAMEMASTER? 

Almost as difficult a decision as "vvho should play 
the Doctor”, trying to decide vvho should or could be 
Gamemaster can be a tricky one. Usually, its the 
person vvho has purchased the game as they vvitl 
have more access to the rules and adventures than 
the players, giving them a chance to prepare betvveen 
games. Often, the Gamemaster acts as host for the 
game, and the players gather at the Gamemaster”s 
place. 


Of course it doesn”t have to be f/ust one person 
running the game indefinitely. İt could be that a 
nevv Gamemaster takes over vvith the start of a nevv 
campaign or adventure. A nevv Gamemaster can 
change the feel and tone of the game. İt also gives 
you all a chance to give Gamemastering a go, and 
gives everyone a chance at playing (and having a 
break from the Gamemastering dutiesl. 


Running a game that everyone enioys is a hugely 
satisfying experience. İt is more challenging that “ust 
being a player, but it also more revvarding and a great 
chance to indulge your creativity. 


VVHAT D0 YÜU NEED Tü PLAY? 

Before you start actually playing, you”1l need a fevv 
things. Luckily, you should have mostofthese already. 
Some, hovvever, vvill require a little preparation. 


The Rulebook: You have this alreadyl You”re reading 
it right novv, so that"s one off the list. Told you this 
vvas easyl 


Dice: You can raid your old copies of Monopoly, Ludo 
or Risk, or get a handful cheap from most toy and 
game stores. You can buy them in packs of 86 dice 
from vvargaming stores as vvell, You may not need 
that many, though you may vvant to have a couple of 
dice each - saves having to share. 


Somevvhere to play: You really need somevvhere to 
play. This can be almost anyvvhere, though the most 
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traditional place is a decent-sized dinner table. Make 
sure everyone”s comfertable, you can see each other 
(especialiy the Gamemasterl, and everyone can hear 
each other. İf you haven”t access to a dinner table, 
ust find somevvhere you can all sit together. 


Paper, Pencils and Character Sheets:VVe”ve provided 
character sheets in the appendix, as vvell as pre- 
generated sheets for the Doctor and his companions. 
You may vvant to photocopy them, or head to our 
vvebsite vvhere you can dovvnload character sheets 
to print out. You yust need some pencils İdon”t vvrite 
on the sheets in pen as attributes and other stats 
vvili change frequently during the gamel, erasers 
and some scrappy bits of paper to make notes, dravv 
diagrams, scribble dovvn names and sketch out 
maps of Locations. 


Story Points: You can dovvnload a sheet of Story Point 
counters from the vvebsite that you can print out 
onto thin card and cut out, or you can use anything 
as counters: felly babies, buttons, poker chips or 
pennies. 


Added Extras: You have everything you need, but 
you can add to the experience vvith a fevv extras. You 
could get some snacks - fust some svveets, drinks 
or fruit - you don”t need a lot, after all its hard to 
game vvith a full plate of fish and chips in front of you 
and you don t vvant to distract from the actual game. 
Hovvever, a fevv nibbles can keep everyone”s attention 
fired up. You could also add a little mood music, vvith 
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some soundtrack CDs or moody classical music. You 
could also have a fevv props if you think iUll help - 
sonic screvvdrivers, miniatures, all that kinda stuff 
can help the players to imagine vvhat is going on and 
get more into character. 


Playersl: VVithout players, there”s no game. VVe”d 
probably recommend a smaller group vvith three or 
four players and a Gamemaster. Larger groups can 
be accommodated, but its better for a "team" set up 
like a UNİT squad or a Torchvvood team. VVe”tl look at 
your players in more detail belovv. 


ÜTHER BESOUURUES 


There are fifty years vvorth of books, audio 
dramas, video and other medla dedicated to 
the Doctor”s universe and his adventures, 
most of vvhich can be used to inspire your 
adventures. And, unlike boring academic 


research, reading, vvatching or Listening to the 
Doctor”s adventures can be a fun activity all on 
its ovvnl 


69 BASIC GAMEMASTERING 


The Gamemaster is the glue that binds the game 
together. They are the eyes and ears of the players, as 
vvell as the voice behind the creatures and characters 
they meet. They are the narrator and the storyteller 
vvho brings the vvorld to Life vvith descriptions, 
imagination and stories. The Gamemaster is the 
arbiter of decisions and makes the final call on 
disputes, questions and problems. 


The Gamemaster does not have a character of their 
ovvn. İnstead the Gamemaster acts as all of the NPCs 
and everyone the players meet., The Gamemaster is 
the storyteller vvho knovvs allthe secrets of the game, 
and its their fob to be mysterious and dynamic, and 
to keep the pace of the game as exciting as possible. 
They knovv vvhat is golng on behind the scenes and 
they act as referee in battles and vvhen a decision 
needs making on the rules. 


They give the universe the spark of magic that turns 
a mundane story into a great one. The Gamemaster 
is the schemer vvho creates the fantastic stories 
the players vvil. experience, and its up to the 
Gamemaster to keep the players on course during 
their adventures by giving them sufficient clues and 
to make sure they dor”t lose their vvay or get bored. 


The Gamemaster is impartial, They do not take sides 
and should be fair at all times. 


BEINü IN THE HÜT SEAT 

You re in the hot seat novv, but don ”t vvorry - being 
the Gamemaster is a Lot of fun. You can tell simple 
stories at first that vvill ease you gently into the 
game and give you a feel for Gamemastering. But 
here”s a vvord of cautlion: dor”t Let all that povver go 
to your head. You have to use the povver you ve been 
given as a Gamemaster responsibly and not abuse 
it. You”re there to act as a guide for the players and 
for everyone to have exciting adventures - its never 
about vvinning”. İf you find you re trying to kill off the 
players” characters then you ve missed the point of 
Gamemastering. 


BE PREPARED 

dust before the players assemble, or the night before, 
go through the adventure again and make a fevv notes 
to keep it fresh in your mind. Think of the various 
events in the story, highlight them on the pages if you 
like, and think of the sequence in vvhich they occur. 


Remember, they could happen out of sequence - you 
don t knovv vvhere the players vvill go. 


Make notes and do your preparation. İt may look 
like a lot of vvork being the Gamemaster, but iUs 
very revvarding. A bit of preparation goes a long 
vvay and if you Listen to your players and look vvhere 
they re going to be for next vveek”s session, you can 
prepare. 


BE FLEXİBLE 

The Gamemaster might be in charge, and vvhat they 
say goes in a game, but you donft have to think up 
everything beforehand. By Listening to the players 
you can allovv them to create their ovvn adventures. 
For example, they might be talking about vvhat 
they are going to do next and by Listening to their 
conversations you can plan ahead to the future. 


A good Gamemaster is descriptive, creative, 
energetic and eager to Listen to the players as they 
vvork vvith you to create the story. The plot may not 
go exactly in the direction you had planned but, vvith 
a little improvisation and quick thinking, the story 


DÜCTÜR VVHÜ RULEPLAYIN6G GAME 


İVs important to give the players free reign to do 
as they please İvvithout being pressured into going 
in a certain direction)l and to give them enough to 
do vvithout being bored or so much that they feel 
overvvhelmed. 


69 EVERYONE HAS A RÜLE TÜ PLAY 


The group should contain a vvide range of character 
types. After all, the TARDIS vvould get very boring if 
everyone vvas exactly like Amy, Rory or River Song. 
Loads of people have travelled in the TARDIS through 
the Doctor”s long history, and each had their ovvn 
strengths and vveaknesses. İt/s hovv they react to a 
particular situation that makes them great. 


Try to avoid too many characters vvith the same 
role. For example, you could have one person vvho is 
experienced in combat, another vvho is the scientist, 
one trained in medicine and another vvho is an 
everyday average shop assistant. There are 
hundreds of personality types in the real 
vvorld, from nurses to teachers to scientists, 
so there”s plenty of choice to inspire you, and 6 


(al 
a vvide pool of backgrounds and personalities .— 
də” 


vvillİ continue and can easily come back to the plot. that can get involved in the adventures. 


GAMEMASTERİINt HİNTS AND TİPS 


Be creative. There are lots of vvays to create atmosphere in a game. 

Remember that the story is everything. You re there to have fun and to tell some amazing 
stories across time and space. 

Don”t tet the story you re telling get bogged dovvn in details. Pay attention to the pace 
and keep things moving. 

Listen to the players - sometimes you can Let them create the story for you. 

Don”t force them dovvn a path iust because you vvant them to (or because you”ve vvorked 
hard on it) - simply use it at a later date. 

Don”t make the players do anything that vvould forever alter their character unless 
absolutely necessary (such as changing their sex or making them lose a limbl. 

Don”t come to a game angry: you”ll only take it out on the players 

Be impartial and fair. 

Don”t deliberately try to kill off the characters. Pit them against overvvhelming odds, yes, 


but alvvays give them an escape route and a vvay out of the mess. 
Use the dice rolİs to tell the story, remember you are telling a story and no one enioys 
needless deaths. 


Don”t be afraid to improvise. 

Remember to keep the pace of the game golng. İf the players are stuck, help them 
out (maybe at the cost of a Story Point), but don”t let the story slovv dovvn vvith them 
vvallovving in confusion. 

Try to avoid cliches. 

Make the game exciting. Be mysterious and secretive İvvithout being vague or 
frustratingl. 

Be spontaneous, go vvith your gut instincts. İf it feels right, do itl 

Remember to have funl 
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COÜMPLEMENTIN6 CHARACGTERS 

The best groups contain characters that complement 
each other. A game vvould be very boring if everyone 
had the same skills. A group of gung-ho action heroes 
vvould make for great battle adventures, but the 
constant combat vvould soon get old fand that really 
isn”t vyhat the Doctor stands for). River Song helps 
vvith all things technical but can hold her ovvn in a 
fight, vvhereas Amy and Rory offered companionship 
and strength, especially in their bravery and 
character. They are all very different characters vvho 
vvill react differently to each situation. 


A successful group gives each member a unique 
role. İf everyone knovvs hieroglyphics or hovv to break 
the encryption on an alien computer, those skills 
vvon”t feel so special vvhen they are needed. Everyone 
should have special skills - they define some of vhat 
a character is and make that character feel needed 
in times of crisis. 


Try to ensure the companions have a vvide range of 
skills and abilities and personality types. Not every 
character should knovv hovv to fire a pistol or to 
perform triage. 


EROUP BALHERUUNDS 

The big question is “vvhy are these people together?” 
This is fairly easy vvhen it comes to a standard 
“Doctor and Companions” game, after all, the Doctor 
İS accompanied by many different people, and vvho 


vvouldn”t vvant to experience the adventure of travelling 
the stars and through time? İt gets a Little trickier if 
your game doesnft have the Doctor in it. 


Have they all grovvn up together at the same Location? 
Do they all vvork together in the same place? Have 
they all been invited to a certain location for various 
reasons, like the beginning of a murder-mystery? 


Think about hovv the group acts tovvards each other. 
Do any of the characters have particular feelings 
tovvards one another? Are they secretly in love vvith 
them? Have a fealous rivalry? A lifelong debt after 
having their life saved? You can spice things up a bit 
like this quite easily - fust look at hovv the characters 
are inter-related in popular soap operas... brothers, 
sisters, friends, enemies, it all makes things more 
interesting. 


The more detailed and interesting the character”s 
background is, the easier it is for the Gamemaster 
to use elements of their past as plot poilnts in future 
adventures and make them part of the ongolng story. 


69 BUILDINü ON THE BASICS 


Being a Gamemaster is hard vvork, but it can be 
exceptionally revvarding as over time, you create 
a universe of your ovvn. Once you have the basics 
dovvn, you can get more creative and really bring the 
universe you re creating to life. 


BRINGINü NÜN-PLAYER 
UHARALTERS TÜ LİFE 


Try to make your NPCs as memorable as possible. 
VVho can forget characters such as Davros or the 
Master? They are exciting and striking characters 
vvith iust the right level of vvickedness that makes 
them fantastic villains. İUs not iust a case of giving 
your NPCs attributes and skills, try to give them 
personalities as vvelL. The Master is possibly the 
most complex of villains in the Doctor”s universe, 
and it”s his drives and machinations, and the sheer 
charisma he exudes, that sets him apart and makes 
him so memorable. 


İUs not ust the mafor villains, the minor NPCs should 
be consistent too. VVrite things dovvn, especially 
if you”re making up characters as you go. İf the 
characters happen to visit the Metebelis Bar, and you 
make up a name for the bartender they talk to get 
some information, make sure that vvhen they travel 
there the next time you have a note of that name to 
add some continuity. As the characters build a shared 
history in the universe you create, they vvill have a 
much more personal stake in everything that goes 
on there. An encounter vvith a former atly in need or 
an old adversary bent on revenge can bring a more 
personal element to an adventure. 


BRINGINü THE SETTİNG TÜ LİFE 

Describing the setting and the action is vital, not only 
for giving the players a sense of Location, but also 
in making sure the players knovv vvhat is actually 
going on. You should describe not only the important 
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elements of the location - vvhere everything is, vvhat 
it looks like and so on, but also some of the less 
important details. You don t vvant to get into the habit 
of fust telling the players vvhat is important - that 
vvay they vvon t actually think for themselves. 


For example, if the Gamemaster describes a Location 
like this: “You enter through the vvooden door into 
the study. The chair has been knocked over and there 
are signs of a struggle. A note is attached to the 
underside of the chair that says "Bevvare the Lake”.” 
They have given the players all of the necessary 
information and nothing else. The players knovv 
vvhat to do next and haven ft actually vvorked it out for 
themselves. 


The scene vvould be better described as: “The heavy 
oaken door to the study leads into a scene of violence 
and struggle. Books and papers are strevvn across the 
floor and the chair has been knocked over behind the 
huge vvooden desk. A fire still burns in the fireplace, 
and a glass has been tipped over on the desk.” The 
players have a good feel for the place, and you can 
lead them in, getting them to Look for more clues and 
information. Only if they say they re looking closer at 
the chair and the desk İvery likely in this situation) vvill 
the Gamemaster reveal the note (and then they may 
hide it somevvhere a Little more interesting). 


As vvell as describing vvhere everything is in the room, 
you could add some extra details - the heat from the 
fire, the smetl of the spilled vvhiskey, the sound of the 
rain outside... things like that. Remember, although 
the characters are usually looking for clues, it doesn”t 
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mean that you should neglect the other senses. The 
place could smeltl funny, leave that taste of fresh paint 
fumes in their mouth, there could be a funny ticking 
noise, or a cold chill gives them goosebumps as they 
vvander through. You could even use the sixth sense, 
and they iust TeeV like there is something vvrong vvith 
the place that needs investigation. 


A good description vvill not only ensure people knovv 
vvhat is around them, but in a dramatic scene vvhere 
there are multiple characters (or villains and NPCs 
involved) it also helps them understand vvhere 
everyone is. This is often a good time to dravv a Little 
map ofthe place, so everyone gets it right. If everyone 
is clear vvhere everyone and everything is, you don”t 
have to vvorry about people arguing “I thought he vvas 
over near the propane tanks?” or “No, İm over near 
the door, not close to the fire.”On top of that, a good 
description vvill help produce the right atmosphere 
for the game. 


ATMUSPHERE 

There may be no atmosphere in space, but it doesn t 
mean that you can t enhance the atmosphere of the 
game vvith a fevv little tricks. İn addition to describing 
the scene and the events vvell, you can make the 
game far more atmospheric by changing the mood in 
the room you re actually inl 


Lighting is one vvay to change the vvay the game feels. 
İf you”re playing a particularly spooky adventure you 
could dim the lights in the room, dravv the curtains, 
have a fevv table lamps but keep the place dark 
vvith plenty of shadovvs. Moody lighting helps in 
most mystery settings, as long as you can read the 
character sheets, the dice rolls and the rulebook 
vvithout straining your eyesl Of course, for lighter 
toned games you can keep the lighting fairly bright, 
or play outside on a sunny day. 


Music can certainly help, vvith the use of appropriate 
soundtracks conliuring up the right setting or feel, 


Props are another easy vvay to add to the mood. İf the 
characters discover a scravvled note leading them 
to the next clue, you could mock up a version of the 
note - scravvling on a bit of paper, maybe making ita 
little faded by staining it vvith old tea. You can have a 
toy Sonic Screvvdriver for the Doctor”s player to vvave 
around vvhen the Doctor is using it. 


TELCHNUBABBLE 

There are many alien planets and often they have 
completely alien vvords for mundane items in their 
culture. This goes doubly for their technology, and 
adding “technobabble” to your game can add to the 
atmosphere. 


Rather than calling a ray gun simply a ray gun”, the 
people of Rotalix 3 could call it a Rotalix Blaster. 


İUs even more fun to apply technobabble throughout 
the game. VVe all knovv the Doctor can spout 
technobabble at a vast pace, but the Doctor is a 
scientific genius and knovvs vvhat he:s talking about. 
İf you get stuck, have a look at the box belovv and pick 
some pseudo-scientific gobbledygook you can use in 
the dialogue to make the science seem cleverl 


RULES AND VVHEN TO BEND THEM 

VVhile the rules are there to allovv you to playtthe game, 
they are not set in stone and a good Gamemaster 
should knovv vvhen to bend them. 


İf there is a rule you re unhappy vvith in the game, 
make a nevv ruling and discuss it vvith the players 
before you start to play. Announce at the beginning 
that you re changing the rules and this vvill be the 


BABBLINü TEUHNÜUBABBLEL 


The Doctor vvitll frequently spout some technobabble that ll go completely over the heads of the Doctor”s 
confused companions. You could use the same phrase repeatedly (like “reversing the polarity of the 
neutron flovv”) or look at the follovving list of scientific-sounding vvords and throvv a fevv together. 


Analog, Arc, Array, Auxiliary, Bio-Electric, Breaker, Capacitor, Circuit, Configuration, Continuum, 
Converter, Dampening, Destabilise, Digital, Dimensional, Eneroy, Energiser, Extrapolator, Feedback, 
Field, Fission, Flovv, Fluctuation, Fragment, Fusion, Graviton, Gyroscopic, Harmonic, İnertlia, İnversion, 
Kinetic, Link, Loop, Macro-, Manipulator, Matrix, Meta-, Micro-, Modulation, Molecular, Neutrino, 
Neutron, Nuclear, Oscillator, Particle, Phase, Psychic, Polarity, Proyector, Proto-, Pulso, Quantum, 
Relay, Replicating, Retrogressive, Reversal, Subspace, Sychronise, Temporal, Threshold, Transmission, 


Vortex, VVavelength, VVaveform. 


vvay you re playing. For example, you could say at the 
beginning of the game, “1 vvant the game to be more 
cinematic so /Vm making everything easier. İnstead 
of 12 being the normal Difficulty for any task, İm 
making it 9.” Once you ve announced the nevv ruling, 
stick to it. İf it doesn”t vvork, you can scrap it next 
time, but if you keep changing the rules every five 
minutes you re going to frustrate and confuse the 
players. 


Likevvise if there are bits of the rules you”d like to 
leave out - Areas of Expertise, say, or the rules for 
vehicles - then by all means do so. İt”s your game, 
after alll Yüst make süre you tell the players... 


Of course, its not fust the rules that sometimes 
undergo some bending. Often, dice rolls can be 
tvveaked to keep the game going smoothly. As the 
Gamemaster, you could roll your dice in the middle 
of the table, iust like the players - that vvay everyone 
knovvs that you” re being fair and playing the game by 
the rules. İf the dice are unlucky and a character gets 
exterminated early in the game, it”s not your fault as 
the Gamemaster, it"s fust those pesky dice. Hovvever, 
it does mean that you may have to get creative 
to either keep the player alive or to allovv a nevv 
character to foin the group to replace the player”s 
departed character. 


Or you could roll your dice out of the sight of the 
players. Gamemasters sometimes hide behind a 
screen that protects the adventure details from the 
prying eyes of the players, and a Lot of Gamemasters 
roll their dice behind the screen. The clatter of dice, 
and then the sucking air noise that the Gamemaster 
makes to get the players nervous - a Little like vvhen 
you go to a mechanic and they are about to tell you 
vvhat/s vvrong vvith your car... İt means that the dice 
rolls can be tvveaked a little to aid the flovv of the 
story, but be careful it doesn”t create distrust from 
the players. 


69 DEALING VTH THE PLAYERS 


As Gamemaster, you İl be there to guide the players 
through the creation of their characters İif they”re 
using their ovvn), and moulding the team to the 
campaign you have in mind. 


As you play, you”ll discover some players develop 
certain styles of gaming. Some like to get straight 
into the action. Others prefer the moody and 
emotional high stakes, making their character a 
deep and developed person. Some players fust vvant 
to knovv vvhere the aliens are so they can shoot at 
them, vvhile other players may take more of a back 
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seat, spectating more during the game and enioying 
the action as others make the mafor decisions. 


As long as everyone has fun, then that-s the key to a 
good game. 


Hovvever, there are a fevv things to Look out for that 
can disrupt or unbalance the game and take some 
of the fun out of it. Here are a fevv of the problem 
players you may encounter. 


The Povver Gamer 

The characters should not be about seeking povver 
for their ovvn ends. At Least, not the good guys - there 
are plenty of forces in the universe trying to do this 
themselves and it is usually up to our heroes to put 
a stop to them. Hovvever, you may discover a player 
trying to acquire things for themselves, or using the 
advanced technology for their ovvn personal gain 
rather than trying to better the universe. 


İt could be that you can simply penalise them by not 
giving them the Story Points that other, less povver- 
hungry players may receive. Maybe not having as 
many Story Points is enough to fuel a change of 
heart? Hovvever, if they continue in their vvays, it may 
be vvorth a gentle vvord off to one side to point out that 
they may be ruining things for everyone else. İt"s iust 
not in keeping vvith the game, and any character vvho 
really acted that vvay vvould be severely chastised by 
the Doctor and dropped back to their home time and 
place, never to be allovved into the TARDIS again. 


The Metagamer 

Metagaming is vvhen a player uses information that 
their character vvouldn”t have. There are a couple of 
vvays this can happen. Usually, it is vvhen the player 
knovvs hovv and vvhere something is happening by 
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listening to the rest of the game in progress. Their 
character may not be there, but rather than send the 
player out of the room, they re there and Listening 
in. Normally, this is fine. lUs great to Listen and find 
out vvhat everyone else is doing. Hovvever, if the 
player then uses this information to influence their 
decisions, they”re not playing “in character”. Knovving 
vvhere the secret plans are, or vvhere one of the 
other characters is being held prisoner, should come 
about through investigation and follovving the clues - 
not from being told by another player, or overhearing 
part of the game. 


Similarly, if the player acts on information that is 
out of the game completely, that”s another version 
of metagaminqg. İt could be that they knovv the vveak 
spot of a particular alien race, or knovv the next place 
the aliens vvill strike, because the player has read it 
in one of the rulebooks, or knovvs about it from one 
of the Doctor”s past adventures. ust because the 
players knovv to use acetic acid against the Slitheen 
it doesn t mean that the characters vvill knovv. 


VVhat do you do if one of the players tries to use 
information like this? Usually, the easiest vvay to deal 
vvith this is to simply talk to them, ask them “butvvhat 
vvould your character knovv?” and try to get them to 
act on that. İf it still doesn”t vvork, you could alvvays 
change things slightly iust to keep them guessing. 


The Quiet One 

Some people enioy taking a less active role in the 
game, vvhereas others simply cannot get a vvord in 
- the other players are so keen to get their intended 
actions heard that it simply drovvns out the great 
ideas that the qulet player may have. 


First of all, ask the player if they re OK. İf they re 
happy taking a back seat and spectating, then thafs 
fine. İf they vvant to be more involved, that.s vvhere the 
Gamemaster really comes in. Give the character an 
essential role in the story, or an extra cool sub-plot. 
Bring the player out of the background by making 


their character essential to the story. That vvay, the 
player has to become more involved, and the others 
vvill have to give them a chance to be heard. 


The Cheat 

The rules are pretty simple in this game, everything 
being covered by a similar roll, İt could be that you 
have a player vvho”ll roll their dice vvhere no one can 
see the results, or they come up vvith some excuse 
like “Oh, they didn”t roll properly, 1 have to roll them 
again.” İt could be that they don”t even cheat the 
rules, but simply manipulate everyone”s memory 
of the game and decide that their character isn”t 
vvhere everyone thought they vvere, and they may be 
somevvhere elsel The best thing to do vvith this kind 
of player is to simply keep track of everything. Bring 
in a firm table rule” vvhere everyone has to roll their 
dice in a clear area in the middle, so everyone can 
see the results. One roll, no re-rolls. 


The Rule-monger 

At the other end of the spectrum there”s the player 
vvho tries to knovv all of the rules and may try to 
overrule your decisions by quoting passages from 
the rulebooks. Luckily, the Doctor VVho Roleplaying 
Game only really uses one standard rule, so this 
rule-mongering should not happen often. Hovvever, 
it is expected that rules vvill be “bent: a Little to allovv 
for a smooth running game. 


As the Gamemaster, you have the final say as the 
Gamemaster. VVhatever you say goes. İf you think you 
may be vvrong you should continue on until there isa 
natural break in the game and you can read through 
the books to check upon your decisions. İf you vvere 
vvrong, and made a bad decision, you can make it up 
to the players in other vvays - either by giving them 
Story Points to make up for the bad cat, or you could 
be a little lenient if the bad ruling meant things vvill 
become difficult for them later on. Above all, admit 
your mistake, but explain vvhat happened and hovv 
you”(L make it up to them. Dont try to hide it, or the 
players vvill stop trusting your fudgement. 


GAMEMASTER”S ASSISTANT 


İf you don ”t vvant to stop the flovv of the game 
to look up rules İnot that you”1l have to do it 
often), and you have a player vvho really likes 
accurate rules decisions, vvhy not give them 


the role of the Gamemaster”s Assistant? If 
anything tricky comes up, you can get them to 
check the rules vvhile you continue the game. 
İUİL leave the Gamemaster to concentrate on 
the story and it/ll focus the rule-monger”s 
natural tendencies tovvards helping rather 
than hinderingl 


PUNISHIN POUR PLAY 


dust because a player has made some feolish 
decisions and made their character act in a 
vvay that could derail the vvhole adventure, you 
shouldn t take extreme action against them. 


İf they”ve done something really stupid, like 
leaping to stop a Dalek army single-handedly 
armed only vvith a socket vvrench, they vvill 
receive their ovvn punishment /ust by adhering 
to the rules. 


VVHAT TÜ DÜ VVHEN PLAYERS ARE ABSENT 
The game doesn”t have to stop vvhen a player is 
absent. You can vvork them into the story by having 
them captured, beamed avvay, or generally give them 
a reason to be avvay from the TARDIS. For example, 
the TARDIS could be in a region of space vvhen one of 
the companions vanishes in a blaze of light. 


This could be the start of an unexpected and 
exciting nevv adventure to find out exactly vvhere the 
companion vvas taken. dust make sure that if the 
player returns next session, the character can be 
easily found or has the opportunity to escape rather 
than have them sit around idle, othervvise it might 
put them off coming next time too, and you”1l be back 
to square onel 


You could have another player take on the additional 
role of the missing player”s character, literaliy 
covering for them, butiif they do something that is out 
of character or that the player vvouldn t vvant them to 
do, there could be arguments or repercussions later 
vvhen the player returns. The player should keep the 
extra character alive and active, but maybe taking a 
more background role in this session. 
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69 EXPERİIENCE AND GAİN 


Players are generally pretty lucky: not only do they 
get to play the game, experiencing the thrills of 
travelling the galaxy and outvvitting some of the 
most dangerous alien foes, but their characters also 
grovv from the experience and gain cool abilities and 
additional toys that vvitl help them in the future. 


The easiest vvay to revvard your players is 
by allovving the character to grovv in some 
vvay - usually by increasing their skills, 
or on rare occasions by increasing their 
attributes. Usually such increases tle into 
something the character has done during 
the adventure - have they used a skill vvell? 
Have they shovvn particular provvess vvith an 
attribute? Have they learned something nevv 
during the course of the game? ALL of these are 
great questions you should ask yourself before 


dishing out an increase in skitl or attribute. 


İt could be that the character deserves a 
nevv trait, or the removal of a Bad Trait that 
they have struggled vvith for a vvhile. Are 
they braver novv than they used to be? 
Does that mean that they should gain 
the Brave trait, or lose their Covvardly 
Bad Trait? 


Of course, the most common revvard vvill 
be the restoration of spent Story Points, 
though on very rare occasions you 
could allovv the character”s maximum 
Story Points to increase so they can 
keep more Story Points in betvveen 
adventures. 


Skills, attributes, traits and Story 
Points are not the only vvay you can 
revvard your players. You could 
revvard your players vvith some 
vital information that vvilL lead 
them onto the next adventure, 
give them easy access to a secret 
base, a special Gadget, or item 
of povver, or information that 
vvil. make a villain pause before 
acting. 


Though most characters vvitl not 
be as legendary as the Doctor, 
being able to halt the Vashta Nerada fust by 
his reputation, it could be that successfully 
accomplishing various tasks and stopping 
alien invasions gives the character a reputation 
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of their ovvn. This could mean that villains vvill think 
tvvice before facing them, or it could mean that they 
are targeted - surely someone vvho brings dovvn 
such a formidable protector of the universe vvould 
be even more legendary? Their reputation could 
get them into places, but they shouldn t fall into the 
B-list celebrity trap of shouting “Don t you knovv vvho 
İ am?” vvhen they dor”t get their ovvn vvayl 


EVERYTHINü HAS TTS TIME... 

On the other hand, instead of advancing, the 
inevitable may happen - one of the characters vvill 
die. Not everyone can be gifted vvith Captain dack”s 
immortality, but it doesn”t have to be the end. No-one 
vvants to see their favourite character killed, but... 


İUs important to knovv vvhen to protect the 
companions from a senseless death. İf a character 
is killed by a stray bullet, its fine to put steps in 
place to protect them from teaving the game forever. 
The “dead” character could be taken avvay, only to 
be regenerated by alien technolooy, or the aliens 
could have advanced medical capabilities. A good 
Gamemaster can heighten suspense by having the 
character taken avvay vvhile the other players are 
unsure vvhether their companion is alive or dead. 


İdealiy, the death of a character should be 
meaningful and heroic. Character death shouldn”t 
be too common in the game - after all, vvhile people 
do get killed during the frequent alien invasions, it 
İS very rare for one of the Doctor”s companions to 
die. They”ll have Story Points to bail them out of an 
instant extermination, or they could heal by taking a 
Bad Trait (such as “Unadventurous”) to recover from 
too many smaller vvounds. 


İf all this doesn”t keep the characters alive, the first 
thing is for the player to knovv that everyone has been 
playing fair. İf they knovv the Gamemaster hasn”t 


been cheating, they should feel better - though a bad 
dice roll can be pretty harsh, at least they vveren”t 
singled out and killed deliberately. 


İf the character really does die, it”s up to the player 
vvhat they choose to do next. Character death isn”t 
something that should be taken lightly - remember 
hovv it is going to affect the Doctor and anyone else 
involved in the story. İt should spur the other players 
into action to ensure they didn”t die in vain vvhile the 
player creates a nevv character. Or they could take 
over one of the more friendliy and helpful NPCs in 
the story until next session - vvho knovvs, they may 
enioy playing them so much they Tl stick vvith this 
character and ask to ioin the TARDIS crevv. 
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69 BASICALIY, YOU RULEV 


One of the trickiest parts to Gamemastering is being 
the referee. You should knovv the rules vvell and be 
comfortable making fudgement calls vvhen it comes 
to those odd circumstances not covered by the rules. 


The best thing to remember is that the same basic 
rule can be used for fust about anything in the game 
(Attribute - Skitl (E Trait) £ tvvo dice, try to beat the 
Difficultyl. Any problems, make a decision and get on 
vvith the story. Try not to stop the game and fumble 
through the books to find a rule, ust run vvith it. If ifs 
a bad call, you can alvvays make it up to the players in 
other vvays later by being more lenient on them in a 
crisis or tvveaking the course of the adventure so that 
they gain something as a revvard (see abovel. 


There may be times vvhen the players dispute a 
ruling, and start complaining. İt can be difficult, but 
remember you are in charge. The players should 
abide by your decisions. İf they re unhappy vvith it, 
tell them to continue on and not disrupt the game. 
You can alvvays discuss the decision at the end vvith 
the players once the session is over. 
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HİSTÜRY İS A BURDEN. STÜRİES (AN MAHE US FLYİ 


İn this chapter, vve”ll help Gamemasters through 
the process of running an adventure, hovv to vvrite 
their ovvn, and hovv to make sure everyone has 
an interesting part to play in the story. On top of 
that, vve”(l also discuss story arcs, sub plots, and 
adventures vvith a particular theme or special event. 
Dont vvorry if some of this sounds confusing, you 
probably already knovv this, you fust didn”t realise itl 


69 THE STORY 


Let"s start vvith the basics. The story is the most 
important element, vvithout it, there”s nothing to 
say, nothing exciting vvill happen and its all going 
to be a little dul. Have a think about the sort of 
adventure you”d like to play. You don” have to vvrite 
anything dovvn, maybe fust some key vvords for the 
time being to keep the tone of the story in mind. 
Something like “Orient Express, Space, Mummy” 
can be all you need to start creating an adventure. 


The story told in an adventure is possibly the most 
important thing to consider. İt needs a beginning, a 
middle and an end, and it needs something exciting 
to happen. They alvvays say there is no drama 
vvithout conflict, so there should be a cool villain. 
İf you envision a particular event happening in the 
game you can make a note of that as vvell, Characters 
should grovv from the experience, or learn a valuable 


lesson. VVorking out a story for your adventure 
doesn”t mean you need a detailed outline of vvhat 
you vvant the characters to do, instead fust a basic 
premise of vvhere the characters vvill go, and vvho 
they vvill face should be enough. 


The players have a Lot of control over vvhat they do 
and vvhere they go. They vvill have a tendenecy to 
stray from a firm path you may lay out for them, 
unless (or sometimes even if) you make the course 
of action obvious and clear, they may vvander off 
and do unexpected things. This shouldn”t be entirely 
discouraged, as it can lead to nevv and exciting 
avenues that you hadn”t planned, but unless 
you re very good at making things up as you go 
along, this may be best left for more experienced 
Gamemasters. You İl soon get the hang of it after a 
fevv games though. 


Above ati, there should be a conflict: good against 
evil, possibly against overvvhelming odds, in vvhich 
the characters” abilities and spirit should prevail. 
There vvill be setbacks, failures and defeat along 
the vvay, but in the end good vvill triumph (at least 
vve hopel. This conflict should have some depth to 
it: it shouldn t be too simple othervvise there vvill be 
no investigation or gradual development of plot. You 
don t vvant our heroes uncovering the alien plans in 
the first ten minutesl 


THE LKONFLICT 

Every good story has a conflict in itin some form or 
another. This can be as simple or obvious a conflict 
as good vs eviU or it can be something as subtle 
as “I shouldn”t fall in love vvith him, he”s an alien.” 
İt doesn”t have to be a physical conflict, simply a 
conflict of interests or emotions can be enough to 
make a great story. A story conflict is vvhen vvhat 
someone vvants and vvhat they actually have is 
very different: it doesn”t matter vvhether this is the 
heroes or the antagonists. 


VVhat is the conflict about? İn most instances its a 
pretty simple case of “alien race vvants something 
that doesn”t benefit the rest of the universe” - that 
something might be dominion, control or to upgrade 
alL of humanity. 


A race could face a life of slavery, aliens could be on 
the brink of vvar vvith the characters in the middle 
of the impending bloodshed, a nevv parasitic race 
could be controlling the minds of Earth”s leaders or 
the population of a tovvn could go missing. There are 
Loads of possibilities, one of the great things about 
the Doctor”s ability to travel time and space, to go 
any time or any place, means that there are very fevv 
limitations. 


THE ANTAGONIST 

To have a good conflict, you need a great antagonist. 
A villain, or someone vvho simply opposes the 
actions of the players. İn most good stories, the 
antagonist of a story is unknovvn to the players, and 
it is only during the course of the adventure İusually 
around half vvay throughl that the villain is revealed. 
Often the villains can become the most iconic part. 
After all, Davros is quite distinctive, and you”d 
be hard pushed to find anyone vvho doesn”t knovv 
vvhat a Datek is. A good villain should be seemingly 
unstoppable, a formidable force to be reckoned 
vvith that vvill require some thought and planning 
to stop. Charging blindly into a room fultl of Daleks, 
guns blazing, is a sure vvay to find your characters 
exterminated. İnstead, these villains should be 
almost unbeatable, vvith a vveakness that can be 
discovered and exploited after some investigation 
and adventure. 


The best villains have a complete personality, a 
good story behind them and a suitably fiendish plan. 
Some thought should be given as to their reasoning 
- Vvhy are they evil? VVhat do they hope to achieve? 
İt could be that their intentions are good and it is 
ust that they are golng about it in a vvay that can be 
perceived as evil, 
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The Boneless vvere all out bad: the Doctor gave 
them a chance, but they continued to be malicious 
and destructive. The Half-face Man vvas technically 
a villain but his intention vvas good: he vvanted 
to repair his spaceship and follovv his 
programming to reach the Promised Land. 

Unfortunately, he vvas vvilling to sacrifice 

innocent humans land dinosaursl) to do so. 

A bit of complexity to the villain and their 
motives makes a villain great. 


Of course, the villain should suit the 
rest of the story: vvhere it is set, vvhat 
the story should be about and vvhat is 
involved. 


The antagonist could be anyone or 
anything. An aggressive vvarrior race, a 
group of over-zealous religious types, 
guerillas, terrorists or rebels, an alien 
race posing as a huge company or 
a rich, povver-hungry individual 
vvho has managed to get his 
hands on dangerous alien 
technology. 


THE SETTİNü 

Novv you have a villain 

in mind, and an idea of 
vvhat they are up to, think 
about vvhere this adventure is going 
to take place. İs it Earth, at one of 
the companion”s homes? Hovv about 
another planet? A space station? İn 
an undervvater research facility? 
Deep in a fungle, or underground 
beneath the city streets. Lost in 
the desert or drifting in an out-of- 
control starship. İn an alternate 
universe, or in ours? İf you have 

a great idea about vvhere you”d 
like the adventure to be set, then 
go for it - deep underground in 
the government base in Area 51 
or travelling through time in a 
B52 bomber Lostin the Bermuda 
Triangle, anything is possiblel 


The Doctor makes frequent stops 
on Earth, and for a good reason. 
If Earth is under threat, you feel 
more emotionally involved in the 

story than on Planet Zog. Seeing a 
spaceship crash through the tovver 
at VVestminster, demolishing Big Ben, 
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İs more dramatic than seeing a ship crash into a 
svvamp on a distant vvorld. 


That said, alien vvorlds open up a vvhole nevv arena 
of play. The human race spreads to the stars, 
and a distant colony vvorld vvhere the people have 
to survive vvith basic equipment and technology 
makes an interesting setting. Or a high-tech vvorld 
vvith robots and gleaming spires, or a desolate alien 
vvorld of barren plains and deserts vvhere vvater is 
the key to survival. VVhy stick to planets? VVhy not a 
vast space station or starship? 


Then, you should also consider vvhen the adventure 
İs golng to happen. You could stick to Earth but set 
it in the distant past, in another country, or the far 
future. The only thing to remember is that Gallifrey 
only survived from the Last Great Time VVar by being 
Locked avvay in another dimension by the Doctor. 
Missy somehovv escaped it, but until the Doctor 
finds it again, Gallifrey is one place you cannot visit. 
Once you have your setting, you can populate it vvith 
additional characters. They may be friendly or in 
trouble and needing your help, or secretly vvorking 
for the villains. The Doctor and his companions are 
rarely alone in their adventures, and good NPCs can 
make things even more interesting. 


THE ÜTHERS 


So you knovv vvhere the story is taking place, but vvho 
else is in the story besides the Doctor, his companions 


and the villains? There are usually other characters 
involved, vvhether collaborators vvith the villains, 
innocent villagers, brave survivors or yust normal 
people. They could be the dovvn and outs of the city 
during the Great Depression, freedom fighters 
battling against an alien race in a vvar that has been 
going on for generations, the companion/s friends and 
family facing the strange and alien, a division of UNIT, 
a rogue Time Agent, the local press or a race of slaves 
hoping for freedom. 


Often, these “others” vvill have as vital a role to play in 
the story as the antaqonist, so having an interesting 
and fleshed-out idea for these supporting characters 
is important. 


AUTIUNI 

Great drama, explosions and chases can Lead to 
some fantastic action scenes. Thinking up a cool 
action sequence that takes place in a dramatic or 
original place, such as a chase along the top of a 
moving train or a dramatic rescue from a vast 
galactic prisonship can inspire a great story. For 
example, you have this idea of the TARDIS being 
catapulted over a castle vvall in the middle of a huge 
medtieval battle. You knovv you”d like to see that 
scene in the story, so imagine vvho”s in the castle? 
VVho is attacking? VVhy vvould the Doctor be there? 
VVho could be the villain? VVould the Cybermen be 
vvandering around, the locals confused thinking 
they are knights? 
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Think of something else - you vvant to see a chase 
running along the top of a futuristic monorail, 
travelling over a gleaming city. VVhat city is it? VVho 
are the characters chasing? Often, ifust coming up 
vvith a single scene, ansvvering a fevv questions 
about hovv and vvhy it could happen, and you have 
the bare bones of an exciting adventure. 


VVhen vvorking on the basics of your story, if you 
have any particular ideas for cool action scenes that 
vvould make an exciting and dramatic sequence, 
pencil it in. The free-form vvay roleplaying vvorks, 
it may be that the scene vvill have to move around in 
the story structure, so having a fevv action scenes 
and locations vvorked out you”ll be prepared no 
matter vvhere the characters go. Thinking ahead 
and being prepared means you vvon t have to force 
them into your big action finale. 


69 THE ADVENTURE 


An adventure tells a story, and all stories have a 
beginning, a middle and an end. VVere not going 
to get too complicated vvith this, but most stories 
can be broken dovvn into the follovving parts. You 
probably already knovv hovv this vvorks from TV, 
movies and novels, but may not realise itl 


An adventure comprises the follovving components, 
though this is fust a guide and you can feel free to 
experiment and try something different: 


THE BASIt STORY: 


Prologue 


The Beginning - Set Up, İnvestigation 
The Middle - Rising Action, Runningl 
The End - Climax, Resolution 
Epilogue - Aftermath 


Let”s look at this story structure one step at a time 
and see vvhat happens in each bit. 


PRULUSGUE 

A good vvay to get everyone interested in the coming 
story is to have a prologue. İt can be a short 5-10 
minutes at the beginning of the story that can be 
used to set the scene, give a rough idea of vvhat”s 
to come, and gets everyone interested. This doesn”t 
need to feature the Doctor or his companions for 
your players” charactersl at all, İt can be used to 
introduce the threat or other important characters 
that vvill be placed in danger. 


İn the game, a Prologue could involve the players” 
normal characters, fust to set the pace and the 
scene. Or you could have the players take on the 
roles of other characters to give the players a 
sense of vvhat they re about to vvalk into. This 
allovvs them to play nevv and different characters 
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each adventure, if only for a fevv minutes, and good 
storytelling means the revvard of Story Points that 
can be used on their normal characters. 


For example, the Gamemaster has an adventure 
planned around a group of colonists settling 
dovvn in their nevv tovvn in the American vvest. The 
players could play the tovvn preacher and his vvife, 
investigating the strange noises coming over the 
ridge at night, and the bizarre lights in the night 
sky. İt vvould set the location, introduce the threat 
and some of the themes that the Doctor and his 
companions vvitl have to deal vvith in the adventure 
vvhen they arrive. 


Sometimes these prologues are a “catch-up” of 
prior events - this can be a great vvay to remind the 
players of vvhat happened in the previous session. 
Anything is possible, as long as it gets the story 
going, and gets the players interested and intrigued. 


İNTRÜDUCTORY BRIEFS 


VVhen running a Prologue like this, vvith the 
players running different characters for a 
short section, it pays to vvrite up a separate, 


brief description of the situation and a little 
about the background of each character, and 
hand them to the appropriate players. This 
gets them into the roles of their temporary 
character and gives them a small piece of the 
puzzle to share, if they choose. 


THE BEGINNINI - THE SET UP, 
İNVESTIQATIDN 


"The Beginning” introduces all of the characters 
(especially the player characters if they haven”t 
been used before) and gets things moving, 
revealing the basics ofvvhat s golng on. İf this is the 
characters” first game, this vvill set up vvho”s vvho 
before something dramatic happens to them to 
bring them together - an event that vvill make them 
vvant to get involved. This can be anything from a 
missing friend, a threat to their lives, or something 
mysterious going on that vvill pique their interest. 


If Deep Breath vvas an adventure in a nevv game, it 
has a tottto pack in. The Doctor s companions - Clara, 
Madame Vastra, /enny and Strax - might already 
knovv one another - but this is their players” first 
chance to play as them. İt is also the opportunity to 
introduce the latest incarnation of the Doctor, post 
regeneration. 


V/e see him struggling to recognise his friends 
and coming to terms vvith his nevv characteristics. 
Post-regeneration confusion is a great vvay for a 
nevv player of the Doctor to try out various vvays of 
portraying himl 


There are also plenty for the players to do too, 
besides getting to knovv their characters - not 
only has someone killed a Tyrannosaurus Rex in 
Victorian London, but humans are being murdered 
too. The characters can investigate either of these 
clues, perhaps deducing that their body parts are 
being harvested by someone - or something. 


If they start getting lost or off track, you can have 
them discover a strange advert in The Times, if they 
solve the clue, it vvill lead them to the next part of 
the adventure: Mancini”s Family Restaurant. 


Basically, vve are introduced to the characters, to 
the situation they re in, and the reason vvhy they re 
doing vvhat they are. Something vvill happen that 
the characters vvill have to get involved in. This 
can be anything from a missing friend, a threat to 
themselves or the planet, someone needs saving 
or something mysterious is going on. Once they 
realise vvhat is happening, the characters vvill start 
to investigate... 


İnvestigation is key to a good adventure and novv 
the characters are avvare that something is amiss 
they vvill look into it a little further. This is vvhen 
the characters do their investigating, sneaking 
around, looking for clues, questioning NPCs, 
and the Gamemaster vvill give the players bits of 
information, leading them from one clue to another 
until they start to vvork out vvhat is golng on. They 
could discover that someone is messing vvith the 
vvater in a reservoir that supplies the governing 
povvers of the city, or that people they thought vvere 
dust acting funny are in fact clones vvorking for 
an invading alien army. The players vvill discover 
clues that vvill lead them on a trail, This trail of 
breaderumbs vvill lead them further and further 
into the plot. 


As the characters get closer and closer to the 
root of the plot, things are likely to heat up. There 
may be encounters vvith henchmen, vvith alien 
troops or dangerous situations. İt is usually at the 


İNVESTIGATION AND (LUES 


Experienced roleplayers may think it a Little odd that the game doesn”t have a specific 
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end of the beginning section that the villain of the 
story becomes avvare of the character”s actions 
and something happens to our heroes to foil their 
investigations. 


İn his first adventure, the Tvvelfth Doctor and 
Clara investigate Mancini s Family Restaurant, 
discovering a nevv tvvist to the horror - all the diners 
are puppets, and the vvaiter is a Clockvvork Robotl 
Having discovered too much, they vvind up on the 
menu and are capturedl1 


THE MIDDLE - RISING ACTIUN, RUNNİNül 
İn the middle of the story, the characters are 
starting to get the idea of vvhat/s golng on. 
They ve uncovered the problem and are 
vvorking on a vvay to solve it, though 
they may not be avvare of vvho exactly is 
behind it. They”ll knovv that their chances 
are slim, but they”ll be ready to face the 
challenge ahead. Hovvever, it is usually 
at this time that the villains become 
avvare of the characters” “interfering” 
and may send out some of their 
minions or soldiers to try to put a 
stop to them. 


This vvill spur the characters into 
further action. They”lL become 
resolute and more determined 
to stop the villain”s plans. The 
story vvill become more intense, 
and it”ll usually lead to more 
investigation, discovery, and a Lot 
more running. 


( 


skill for investigating or searching for clues. This is because nothing can throvv a good 
investigation off the rails like missing a clue due to failing a roll, İn the game, the 
characters should find clues if they re looking in the right place, and not have to rely on 


the roll of the dice. 


The Gamemaster, vvhen thinking of the story, should plot a series of clues that”ll lead 
the characters closer and closer to the big reveal. As long as the characters go to the 
right place and Look for the right things, they tl uncover the information they need to lead 


them to the next clue. 


Don”t let the game grind to a halt fust because they re not looking vvhere they should be 
- that/s vvhat Story Polnts are for, after all, for either getting a handy pointer from the 
Gamemaster or even coming up vvith something clever to add to the storyl 


lap. 
EL. 
— 
"U 
—i 
rTİ 
məs) 
Uu 
ET1 
— 
ETİ 
— 


z 
uz 
— 
co 
— 
-— 
u 
— 
ssl 
(R 
— 
m) 
el 
z 
uz 
— 
(es) 
— 
el 
uz 
cə 
— 
— 
c 
— 
— 
məl 
c 
uz 
"Ti 
ƏR 
çə 


DÜCTÜR VVHÜ RULEPLAYIN6 GAME 


Lets look at the middle section, continulng the 
Doctor, Clara and the Paternoster Gang s adventure 
facing the Clockvvork Robots. Clara and the Doctor 
have both done some investigating on their ovvn, 
and the villain (the Half-face Man) knovvs the Doctor 
and Clara are trying to interfere. İn this part of the 
story they are captured and come face to İhalfl) face 
vvith the villain, discovering his true nature. VVhile 
the Doctor and Clara try to escape, the rest of the 
players /fofn the action, as Madame Vastra, denny 
and Strax come to rescue them. By the end of this 
section, the Clockvvork Robots have all activated 
and are attacking the gang. VVere getting close to 
the climax. 


İn the latter part of this section, the Gamemaster 
can reveal a plot tvvist. İs the villain not the villain 
at all? VVas the plot to take over the vvorld actually a 
plan to defend it? Usually it is at this moment vvhen 
one of the characters has a malfor revelation, fust 
vvhen they are at their lovvest ebb and seemingly 
have no chance of resolving the conflict. 


THE END - (LIMAX € RESULUTİUN 

Everything has been building up to the big finale, 
the climax of the story, vvhere all the clues have 
been tleading. The characters vvill stop the villains 
(though not alvvays, it could all go horribly vvrong 
and lead to another series of adventures vvhere 
the characters try to set things rightll. lt could be 


the big final chase, the destruction of the villain”s 
supervveapon, or the big fight vvhen UNİT storm the 
alien base under the volcano. 


After the big finale, everything should be returned 
to normal, though the characters vvill have grovvn 
from the experience. The Earth should be safe 
again fat least until the next invasion) and everyone 
can take a breath. 


The big climax is the Half-face Mans shovvdovvn 
vvith the Doctor, as he tries to escape in a hot air 
balloon. lt ends vvith the Doctor struggling vvith 
the Half-face Man high above London. The Doctor 
prevaills, and the Half-face Man falls to his death 
- the Clockvvork Robots halt, and the Doctor”s 
companlons are saved. 


EPILOSUE - AFPTERMATH 

İn the final couple of minutes of the story vve see the 
results of the characters” actions. The characters 
should grovv from their encounter, the vvorld should 
be safe and any loose ends should be tied up. The 
ending can be as simple as the Doctor”s offer of 
travelling through time and space, or finding a clue 
thatvvvill lead the characters on to the next adventure. 
İf the Gamemaster is plotting an overarching story 
arc for his campaign (see pg. 200) then they might 
vvant to tease this a little, either to the characters or 
ust to the players. 


At the end of the adventure, vve get to see hovv Clara 
and the Doctor S relationship has developed. They get 
time together in the TARDIS, discussing their history 
- and their future. VVe also get a tantalising hint of 
the campaigns bigger story arc - vve see Missy for 
the first time. 


THE FINISHED ADVENTURE 

So once you have the basics, and knovv hovv the 
adventure is going to run, you can add some 
details, expand on your ideas and think about some 
additional elements. You can add a “Sub-plot), a 
secondary storyline that isn”t as huge as the main 
one, but may be more of a personal quest for one of 
the characters. 


You can introduce elements from your campaign 
story arc (more on those in a moment) so you can 
foreshadovv some of the events that vvill be mayor 
and importantin your campaigrn.s finale. This can be 
something subtle like mentioning that “Silence vvill 
Fal” or hints of Trenzalore. 


Something else you should consider vvhen 
constructing your adventure is vvhat happens to 
the characters during the story and hovv they vvitl 
develop. İn some cases, it may be vvorth Looking 
at the characters” backgrounds, their friends and 
families and seeling if there”s a good vvay to bring 
them into it. İt could be that, even if the family isn”t 
involved, events from their past can be brought up, 
allovving them to come to terms vvith things, or to 
grovv, 


69 TUVÜ (AND THREE) PART STÜRİES 


Of course, there are times vvhen the adventure is so 
big you canTfititinto an evening s gaming. These epic 
tvvo or three part stories are basicaliy the same as 
a normal adventure. They have a beginning, middle 
and end, though many elements vvill take longer. 
The set up vvill probably be around the same, but 
the investigations that follovv may be more elusive, 
or the trail may be longer. There may be a fevv plot 
tvvists and sudden changes in direction. VVhen the 
villains discover their interfering, they vvill try to 
foil their actions on many occasions, vvhich vvill lead 
to one of the most important elements of the tvvo- 
parter... the Cliffhangerl 


ÜLIFPHANGERS 

The term “Cliffhanger” comes from the old cinema 
serials, vvhere each episode ended vvith the hero in 
some dramatic situation vvhere it looked as if they 
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could not survive. This vvay, the audience felt that 
they had to return to see the next episode, to find 
out hovv their hero could escape. A good tvvo-parter 
should have the same effect - your players should 
be Left vvith the need to return to the game. 


A great vvay to end an evening”s gaming is vvith a 
cliffhanger, leaving the characters in a predicament 
vvhere it looks like there is no escape. Surrounded 
by VVeeping Angels, or vvith the Doctor shot by a 
mysterious astronaut, these are great vvays to leave 
your characters. The players can spend the time 
betvveen gaming trying to fathom a great vvay out, 
and you ve left them vvanting more. 


Do you knovv vvhat your next adventure is 
going to be? İf you ve planned ahead, you 
could script some little teaser scenes that 


the players can run through, quickly cutting 
betvveen the scenes vvith a bit of dramatic 
music. İt”ll bring the players back, intrigued 
to find out vvhat happens next in the gamel 


STORY POINTS 

İn betvveen the parts of a tvvo-part or three-part 
story, the characters should keep the Story Points 
they have. İf you feel that they have done particularly 
vvell in the first part, but may need a little help in 
order to finish the adventure, you can give them 
some Story Points back as a Little boost, but their 
totals shouldn”t be reset - after all, its the same 
story, it yust takes a little longer. 
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THE SELÜND PART 


Continulng a multi-parter isn t all that different 
from a normal adventure. İnstead of a prologue 
you”d best have a bit of a recap of vvhat/s gone on 
before. This is especially handy as it gives you and 
the players a great chance to catch up on vvhats 
happened, and it serves as a good reminder for 
vvhere they all vvere last time you all met up. 


The second part continues as the characters get 
out of their “cliffhanger” predicament (hopefully) 
and continue vvith their investigations and the rising 
conflicts and challenges ahead. The end of the 
adventure vvill have the same structure, coming to a 
climax as the villains are defeated. As it"s a tvvo- İor 
three-) parter, the finale should be bigger, grander, 
and more dramatic than your cliffhanger. Tvvo- 
parters in the middle of your campaign should hint 
at events to come in the campaign finale, vvhile the 
finale itself should be the biggest bang of all, Pull 
out all the stopsl 


69 CHARACTER STÜRİES 


During the campalgn, every character should have 
their opportunity to shine. The Gamemaster should 
create adventures that give every player their shot 
at being the focus, not fust follovving the Doctor. 


To do this, the Gamemaster can chat vvith the 
player about their character”s background. İs there 
something about the character the player hasnt 
explored? Events in their past that haven”t been 
detailed could be filled in, or people can resurface in 
their lives that haven t appeared in the game before. 
Their focus doesn”t have to be the central point of the 
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adventure, you can still have all the action and drama 
golng on as normal, but there can be a sub-plot, a 
little side story that intertvvines vvith the main plot 
that revolves around a character, making them fust 
as important lif not more so) than the Doctor. 


İt could be that the villain is a childhood friend of 
one of the characters - can they be shovvn the error 
of their vvays and redeem themselves, or are they 
lost? Does a romantic interest develop in one of the 
character”s lives? Focusing on each character in 
turn makes sure that over the course of the game, 
everyone gets a chance to do something extra 
special, and their characters can develop and grovv. 


69 CAMPAIüNS 


By novv you should have your adventure ready to 
go. This is great if you re iust planning on running a 
one-off game, but the great thing about roleplaying 
games is that you can keep playing for as long as 
you like. Some games have been knovvn to continue 
for many years, vvith players coming and golng, 
characters leaving or dying, and nevv and bigger 
battles to face every time. İf you”re planning on some 
form of continuilng story - knovvn as a campaign - 
you may vvant to consider the structure of it as a 
vvhole. 


CONSTRUCTİNü A C(AMPAHEN STÜRY ARL 
Creating a campaign arc is fust the same as creating 
an adventure. İt has a beginning, a middle and an 
end, yust like any story. İnstead of getting all of 
these elements into a single adventure, you space it 
out over your campalpgn, hovvever long that is. 


Let”s say vvere going to run a campailgn over 
thirteen adventures. The story arc is golng to 
revolve around the mystery of the Promised Land. 
Over the course of the campaign vve are going to 
find out more about it, until vve get to the big tvvo- 
parter vvhere the Promised Land is gofng to be at 
the centre of it all. 


Hovvever, its not fust the Promised Land, vveTe also 
going to find out the identity of the enigmatic Missy” 
too. As vve haven ft encountered Missy before, vve re 
gofng to have to introduce her somevvhere along the 
vay too. 


So, starting small, you can add a couple of early 
references to the Promised Land iin early adventures 
- the Half-face Man mentions it, then the destination 
of the Robot Knights” spaceship is spotted to be there 
too. Then vve might find out that the Promised Land 
is vvhere people go vvhen they die - could it realiy be 
heaven? VVe might get a glimpse at Missy too, and 
find that she is connected to the Promised Land in 
some vvay, although no hint as to vvho she really is. 
ALI the clues are there ready for the big ending - all 
it takes is a tragic death to take the players there... 


PERSONAL STÜRY ARLS 

İt is not yust the campaign storyline that can 
have a story arc. Characters can have them too. 
Usually not as prominently, but the characters 
vvill grovv and develop over time. Danny”s a great 
example of this. He”s had his fill of adventure 
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and danger from his time in the army - and is 
still haunted by a traumatic event in his past. He 
cares for Clara but vvorries about her adventures 
vvith the Doctor. Although it takes his death - and 
resurrection - to do so, he comes to terms vvith 
his trauma and sacrifices himself to save Clara. 


Most ofthe time you vvon t have to plan a character”s 
arc too heavily, it”(L develop by itself as the game 
progresses. İf you vvant to develop a character”s 
story, you should discuss the character"s 
background vvith the player - see if there"s anything 
they d particularly like to do vvith the character 
that"d be cool and exciting. 


Then, fust like a campalgn story arc, you can vvork 
İn some teaser hints, some little scenes that build 
the character”s arc, before they have their focus 
adventure. The character”s adventure should 
appear fust after the middle point of you campaign 
arc, so you can build up to it, and yet not have it get 
in the vvay of the finale. 


ÜPENINüu ADVENTURES 

So you have your campaign arc and you knovv vvhere 
the stories vvill lead. You may need to consider the 
first adventure slightiy differently. After all, it"ll be 
vvhere the players get used to the characters, set 
the scene for things to come and Learn hovv the 
game vvorks if it”s your first time playing. As the 
game progresses, the players vvill become used to 
their characters and each others characters until 
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they gel as a unit. Until then you may need to run 
the first adventure or tvvo to really establish vvho 
they are, hovv they knovv each other and vvhy they re 
getting involved in the adventures. 


Your opening adventure, no matter vvhat setting or 
story you have planned, should give the players a 
chance to get the feel for their characters, and to 
get to knovv the other characters as vvell., 


“DÜLTÜR-LİTE” ADVENTURES 

The Doctor doesn”t have to be the prominent 
element in a story, and "“Doctor-lite” adventures 
are a great opportunity to try something a little 
different. You could create all nevv characters and 
have a Little “side” story, vvhere you follovv a different 
group of people. The Paternoster Gang are a good 
example of a set of characters vvho are not alvvays 
tied to the main campaign storyline, but make a 
great change if you vvant to spice things up a bit, or 
you could follovv Psi and Saibra in a cool adventure 
of their ovvn. 


İf a player cannot attend for any reason, it might 
be a great excuse to run a /İite” story vvhere their 
character doesn”t get involved. İf the player vvho 
plays Clara couldn”t attend one vveek, you could 
run a solo adventure for the Doctor and vice versa 
- if the Doctor”s player can attend, is a great 
opportunity to see vvhat happens vvhen Clara has 
her ovvn solo adventure İvvhile the Doctor is trapped 
in his TARDIS, for examplel. 


FINALES 

Another special type of adventure is the finale. 
Usually a tvvo-, sometimes a three-, parter, folned 
together by a massive cliffhanger that revolves 
around a disastrous setback as the villains reveal 
themselves or the catastrophic event reaches 
a critical point. The finale is alvvays something 
really big, dramatic and doesn”t hold back, and the 
characters vvill have to vvork together, and possibly 
make a great sacrifice to put things right again. 


Fleets of invading Daleks, millions of Cybermen, 
vvhole planets being moved and the Earth”s 
population being decimated, all make a great finale 
- lust be careful of dolng something so cataclysmic 
that you make your follovv up campailgn almost 
impossible. 


dust imagine if Missy had succeeded at taking 
over the vvorld vvith her Cybermen - vvhile a vvhole 
campaign vvhere most of the Earth”s population 


(iving and deadl have undergone Cyber-conversion 
might be interesting, it certainly changes the tone 
of the gamel VVhile it vvould be an exciting series of 
adventures, you”d need to get back to your original 
story somehovv. 


69 “SPECİALS” 


Of course, in betvveen these big campaigns you can 
run one-off adventures. İt could be that you have a 
bit more time to spend on your game - maybe rather 
than an evening a vveek, there”s an opportunity for 
an afternoon session vvhere you can play a little 
longer. The most likely time that you” find more 
time on your hands land your players vvill be free) 
vvill be public holidays, vvhich is a great opportunity 
to theme your adventurel 


dust because its Christmas, it doesn”t mean you 
can t play a game. Maybe you re bored on Boxing 
Day, full of Christmas dinner, and have an idea for 
a game. VVhy not make it Christmas themed, and 
throvv in Santa and his elves for good measure? Or 
you could do them on other holidays Uike Easter, or 
best of all Hallovveenl 


A special adventure can be simply a slightiy longer 
normal story, vvith a theme that reflects the 
time of the year. İt needn”t be as long a story as a 
tvvo-parter, but you can do something dramatic, 
exciting and a bit different vvith a special, vvith nevv 
companions or characters, vvithout affecting your 
normal campaign. 


Of course, if you ve been playing for a vvhile, you 
could have an anniversary episode, vvhere past 
characters are reunited. That said, all of this is 
ust advice and guidelines. You should feel free to 
experiment vvith the format of your adventures and 
campaign to settle on a game that you re most happy 
vvith. Have fun, and run vvith itl And vvho knovvs, 
maybe after fifty years of gaming you”ll be running a 
special anniversary adventure of your ovvnl 
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STÜRMRISE 


İn this adventure the characters visit a coastal 
village as it is engulfed by a horrific storm. Hiding 
in the storm is an evil force that seeks control of 
povverful Time Lord technology. Can the characters 
hold off disaster? 


This adventure is great as a one-off adventure and 
for games that are already in progress, but it is 
particularly suited as the starting point for a nevv 
campaign. During this adventure a set of disparate 
characters vvill be brought together, equlpped to 
adventure through time and space, and given an 
ongolng mystery to explore - all you need to launch 
a series of exciting adventuresl 


69 ADVENTURE SYNUPSIS 


The characters arrive at the seaside village of 
Batterlee on thethirdanniversary ofa horrific storm. 
The villagers gather to vvitness the consecration of 
a memorial to those lost. Unfortunately, the day is 
destined for trouble. Another vicious storm strikes, 
and deadly creatures lurk in the raging vvinds. The 
source of the trouble is a piece of malfunctioning 
Gallifreyan technology called the Vector Key. The 
characters must Locate this obiect and deactivate 
it vvhile surviving the storm, escaping predatory 
beasts and outvvitting the malign intelligence that 
controls them. 


HÜV THİS ADVENTURE 15 ÜRGANISED 


İn the sections follovving, information vvill be 
presented about the village, the Vector Key, the 
storm it creates and the beings that can be found 
vvithin. Then the memorial ceremony, vvhere the 
adventure begins, is described. After this point the 
adventure becomes quite open-ended, so there is 
discussion of the things that the characters might 
do and the consequences of their success or failure. 
Finally, ideas for further adventures in Batterlee 
are discussed, and using this adventure to start a 
nevv campalgn. 


69 BATTERLEE 


The Vector Key landed on Earth in the vicinity of the 
village of Batterlee. This is a small coastal village 
vvith a fishing fleet, clifftop vievvs, ancient pubs, 
stone churches and an old lighthouse. There is a 
stony beach at one end of the village, and a deeper 
harbour vvith pier at the other end. 


Occasionally tourists stop in at a bed and breakfast 
here, but mostly the people of Batterlee are left to 
their ovvn devices, vvhich suits them fust fine. There 
is a rocky island not far offshore. Rough stone iuts 
sharply from the vvater, posing a danger to unvvary 
ships and boats. The island, vvhich the Locals call 
simply “the Rock”, is home only to seabirds. 


REGENT HISTORY 

Three years ago, the small coastal village vvas 
rocked by an unprecedented storm. İt tore dovvn 
povver Lines, ripped ships from their moorings, and 
shattered vvindovvs. There vvere no survivors from 
the three small boats caught in the storm. This 
horrid storm shocked Batterlee to its core, and the 
village hopes the ceremony to bless a nevv memorial 
vvill help them put this disaster behind them. 


The storm vvas caused by the Vector Key, vvhich 
had landed in the vvater near the Rock. Damaged 
by its passage, the malfunctioning Key generated 
an energy surge that opened pinprick holes in the 
sky, bringing dovvn the storm. The Key is still active 
and still malfunctioning, and it vvill soon bring dovvn 
another storm. 


PEOPLE IN BATTERLEE 


Gary Spencer, the Eccentric 

This grumpy, eccentric fifty-something occasionally 
visits the Captain s Room pub for a pint, but mostly 
spends his time beachcombing vvith his metal 
detector or in his flat, sorting through piles of found 
obiects. He believes he savv monsters in the storm 
three years ago. He still has nightmares aboutthem. 
His only friend is Michael, the voice in his head. 


Mark Covacks, the VVidovver 

Mark is in his early thirties and is a single father to 
Evelyn, vvho is seven years old. Mark-s vvife Belinda 
died in the storm three years ago. Batterlee has 
united behind Mark, and vvhile he still grieves for 
his loss, he is optimistic that things are going to turn 
out all right in the end. Hovvever, he is troubled by 
his daughter, vvho is badly behaved and distant from 
him. 


Evelyn Covacks, the Daughter 

Evelyn is seven years old. She is fidgety, imaginative, 
sullen, boisterous and at points in betvveen. She 
is close to fearless. She never leaves the house 
vvithout her favourite teddy bear strapped into a tiny 
backpack. She is deeply troubled by her mother”s 
death, and has convinced herself that her father 
vvill soon die as vvelL. She doesn”t vvant to talk about 
these fears, and trles not to think about them. 


Lucy Thorp, the Vicar 

Lucy Thorp can often be found running along the 
shoreline, or fixing church vvindovvs at the top of 
very tall ladders. She has been Batterlee”s vicar for 
nearly tvvo years, and despite her youth she has vvon 
over almost everyone in the village. 
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Mrs Millidge, “the Mayor” 

Everyone calls Anna Mary Millidge “Mayor”, 
including the village”s representatives on the 
district counciL, İf Mrs Milüdge overhears, she”ll 
shush the person and tell them not to be silly, but 
is clear she delights in the appellation. 


She"s in her mid-öÜüs and knovvs everyone in the 
village and everything that is happening. She”s 
on every organising committee and knovvs hovv 
to get things done. She alvvays keeps smiling, but 
everyone knovvs it”s a bad idea to get on the vvrong 
side of Mrs Millidge. 


Sinead Inglis, the Young Academic 

Sinead is a friendly but avvkvvard postgraduate vvith 
a bad habitof saying the vvrong thing. She”s staying in 
Batterlee as part of her thesis vvork on the vveather 
patterns attached to the strange storm and the 
unusual and unpredictable vvinds observed here. 
She believes there is a meteorological phenomenon 
to be discovered here that could make her careerl 


LOCATI0N5 


The Captain”s Room 

This grimy, dark pub is dovvn near the memorial and 
vvill be an obvious place for people to seek refuge 
vvhen the vveather turns. İt is reputed to be an old 
smuggler”s pub, vvith secret passages out the back. 


Spencer”s Home 

Spencer”s small house is overgrovvn vvith vveeds 
and full of funk. The interior of the house is crovvded 
vvith a hugely elaborate machine apparently made 
out of iunk (this is a psychic resonatorl. In the living 
room, vvhere Spencer sleeps on a mat on the floor, 
is a shrine to an unexploded shell from VVorld VVar 11 
(this shell is the focal point for the Stormhead, and 
it talks to Spencerl. 


The Old Church 

The church is on a gentle hill, overlooking the rest of 
the village. İt is old and in need of renovation, vvhich 
Lucy is vvorking on enthusiastically by herself., 


Other Places 

e The Happy Bun coffee shop. 

e Batterlee Village records office and Library. 

e Linda s Traditional Svveets. 

e The old vvindmill - so old, its fust a tovver novv 
vvithout blades. 


a 
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The Vector Key is a shiny metal ring about the 
size of dinner plate. İt is studded vvith circuitry 
and appears rough and unfinished, as if it vvas 
made in a hurry İit vvasl. The Key is essentially 
a modified time vector generator in a circular 
casing. Time vector generators are used in 
TARDIS construction to maintain the “bigger 
on the inside” effect, but they can be used by 
themselves as rough hand-held time machines 
and dimensional portals. 


The Vector Key has empathic circuits and forms 
a psychic bond vvith potential operators. İf three 
(or more) people vvith these empathic bonds hold 
on to the ring at the same time, the Key”s Vortex 
circuits activate, allovving travel through time 
and space. 


The Vector Key vvas engineered by three Time 
Lords vvho vvere trapped in the Time VVar and 
vvanted to escape. İt didn”t vvork as intended. 
VVhen they activated the Vector Key it broke 
through the Time Lock and landed on Earth, the 
Time Lords didn”t make it through, their fate is 
unknovvn. 


The Key vvas damaged en route and vvhen it 
reached Earth it created the great storm. İt has 
maintained an empathic link vvith the area, and 
novv it is reacting to the psychic overload of the 
memorial ceremony by trying to escape, once 
again creating a great storm. VVhen the Storm 
Bats appear, it vvill sense that the Stormhead is 
hunting for it, and its fears vvill increase. 


There are tvvo steps to forming a psychic bond 
vvith the Key. First, the character must be noticed 
by the Vector Key. They can come to its attention 
in several vvays: 


e They come into the presence of the Vector 

Key - even if they aren ”t avvare the Vector Key 
is there. 
They have a positive interaction vvith someone 
vvho already has a psychic bond, such as by 
saving them or trying to protect them. (For 
example, any character vvho takes care of 
Evelyn is instantly noticed by the Vector Key, 
even if the Key is somevvhere else.) 


They undertake some dramatic action in the 
village and the Vector Key happens to notice 
them. The trigger for attention could be any 
Story Point expenditure to affect a result, 
as the additional positive outcome of a Yes, 
And result, or simply at the Gamemaster”s 
discretlon. 


Once the Key has noticed them, it vvill 
evaluate them for suitability as operators. The 
Gamemaster should make the decision on behalf 
of the Key, using the follovving principles: 


e İf youre intending to use the scenario to 

start an ongoing campaign game, the Key 
vvill find all the characters vvorthy, their link 
through the Key vvill be the basis for their 
ongoing relationship. 
İf the game is a one-off, or an adventure in 
an already-existing campaign, look at the 
character”s behaviour tovvards other people. 
İf they are selfless and generous, the Vector 
Key vvill likely approve of them. Hovvever, 
its reasoning could be more idiosyncratic 
here, it could decide not to bond vvith a Time 
Lord, fearing it might be taken back into the 
Time VVar or it could decide to pass over a 
character vvho uses bad language. At least 
one character should pass muster, hovvever, 
or the adventure might end rather badlyl 


İf the Key fudges the character as a suitable 
operator, it vvill extend a psychic “offer” to the 
character. Characters vvith psychic training 
or abilities vvill be avvare of another presence 
offering itself for contact, others vvill only sense 
a strange but unthreatening disturbance in their 
perceptions. Even if the character doesn t accept 
the offer, the Key extends to them all the benefits 
of the bond, for them to use or ignore as they see 
fit. İf the Key needs to communicate something, 
it may bring forth a ghost from the character”s 
past. 


Psychic, Restriction (must be held by 
three operators at once to travel), Teleport, 
Vortex 


69 THE STORM 


The storm is caused by the malfunctioning Vector 
Key. The Key punches small holes in the fabric of 
the time-space continuum, and the holes open on 
some of the greatest storms in the histories of 
Earth and many other planets besides. 


THE STORM RBISES 

The storm starts svviftly, and gets bigger and bigger. 
During the storm, the characters vvill be presented 
vvith a range of dangers. İt is up to the Gamemaster 
to decide vvhich challenges occur vvhen and hovv. 
Difficulties relate to the intensity of the storm: 


e The storm begins: no rolls needed at this stage, 
and no strange events yet. 

e The storm becomes dangerous: occasional 
standard challenges, usual difficulty is normal 
(121. No strange events yet, 

e The storm rages: regular standard challenges, 
usual difficulty is tricky (15). Some strange 
events. 

e Full intensity: regular standard challenges, 
usual difficulty is hard (18). Frequent strange 
events. 


STANDARD CHALLENGES 


The storm creates a range of “standard” dangers 
and challenges: 


ə (Characters vvho are outside encounter a 
barrage of flying debris (2/4/6İ. Characters 
can protect themselves by diving for cover 
(Coordination 4 Athletics) or by any other means 
they can think of. 

e (Characters outside have live povver lines come 
dovvn near them. The cables vvhip back and 
forth in the storm. Characters might have to 
turn back to avoid them, or they could try and 
move past them (Coordination - Athleticsl. The 
sparking electricity is very dangerous İ4/L/LI. 
Resourceful characters might find other vvays 
to deal vvith the cables. 

e (Characters vvho are on a roof, a cliffside or any 
other high place threaten to be knocked off by 
a strong gust of vvind. They can hold on using 
Strength 4“ Athletics or keep safe some other vvay. 

e (Characters inside are endangered by a vvindovv 
that shatters after being hit by a flying tree 
branch. İf they have quick enough reactions 
they might protect themselves vvith Avvareness 
x Survival from being hurt by shards 11/3/5 
damagel. 
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e (Characters see another person threatened by 
any of these. They may choose to help by taking 
a risk themselves, or they may hold back. 


STRANUE EVENTS 


This storm is far from ordinary, and those caught 
vvithin it vvill encounter some strange events. 


ə Some strange debris comes hurtling dovvn from 
the sky: a cannon from a Caribbean pirate ship, 
a piece of a renovvned battleship destroyed in 
the great storm of 1703, a chunk of solar sail 
from a Venusian vvindiammer from the 25th 
century, a vving from a VVVVI biplane. 

e A rip in reality opens, storm vvinds rushing 
through, vvhile on the other side an entirely 
different time and place is briefly visible. 

e A Storm Bat svvoops tovvards the characters, 
clavvs gleaming, intent on stealing anything 
they carry. 

ə A tornado of time eneroy ripples tovvards the 
characters, and anyone caught in it is given a 
glimpse of their ovvn past or future. İf multiple 
characters are caught, they can vvitness each 
others” past or future moments - you can invite 
the players to invent their ovvn past or future 
moments herel 

e Avillage street becomes abruptly overlaid vvith 
another time and place, vvhere shiny-suited 
aliens svviftly tie dovvn their laser harpoons asa 
storm vvhips at them. 


69 UREATURES UF THE STORM 
EHÜUSTS 


At the start of the adventure, Evelyn leaves the 
ceremony in pursuit of the ghost of her mother, 
Belinda. Belinda appears as she did in life, but 
strangely out of phase, unable to touch things in the 
realvvorld, and eerily silent. There may also be other 
ghosts in the adventure vvith the same attributes. 


Origin of the Ghosts 

AlLthese ghosts are time refractions caused by, and 
to an extent controlled by, the Vector Key. The Key 
vvants to be found and protected by people it vievvs 
as safe, and vvhen it finds someone appropriate, it 
forms an empathic bond and communicates vvith 
them using a ghostly figure. 


The Vector Key has already bonded vvith Evelyn, 
ludging correctly that she vvilL vvork hard to protect it. 
The ghost of her mother vvorks to lead Evelyn to the 
Key and then to vvarn her against any further dangers. 
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Seeing the Ghosts 

Most people in Batterlee cannot see the ghosts. For 
example, Evelyn”s father Mark cannot see the ghost 
of his vvife Belinda, no matter hovv much he might 
vvant to. Hovvever, the characters vvill be able to see 
them if they have any of these: 


e An empathic bond to the Vector Key. 
e The Feet the Turn of the Universe trait. 
e The Vortex trait. 


Nevv Ghosts 

Ghosts are created vvhen the Vector Key forms an 
empathic bond vvith someone during the course of 
this adventure. After a ghost is created the person 
vvill catch glimpses of them and vvill occasionally 
see them for longer moments. The ghosts vvill 
direct the person to vvhere they need to be to help 
protect the Vector Key. 


VVhen the character sees their ghost for the first 
time, you should tell the player they are seeing 
a ghost from their past, someone important to 
them vvho has died. Ask the player vvho it is their 
character sees. Allovv the player to invent someone 
on the spot, if they vvish. İf they don”t have any ideas 
then suggest someone - a much-loved grandparent 
is usually a fairly safe choice. 


Are they Real? 
İs the dead person actually there, crossing over 
folds in space and time? ÖÜr are the ghosts /ust 


visual hallucinations, convenient disgulses used 
by the Vector Key? The truth is unclear, for time 
refraction technology is very strange indeed. İt is up 
to the Gamemaster to decide vvhat is appropriate if 
this question ever comes up in play. 


STORM BATS 

The Storm Bats, knovvn as Trellmargs on their 
home planet of Optimos, are human-sized vvinged 
predators that soar through the lashing rain and 
hovvling vvind. They are time-sensitive, for on 
Optimos they hunt rabbit-sized animals vvho can hop 
through time to escape predators. They are solitary 
hunters and avoid larger creatures such as humans. 


A character vvith knovvledge of time and space 
might recognise the Storm Bats and knovv the 
above vvith an Ingenuity 4 Knovvledge roll (Difficulty 
21). The creatures are a long vvay from home, and 
they are also behaving in a very unusual vvay during 
this storml 


The reason for their strange behaviour is a 
mind parasite calling itself the Stormhead. The 
Stormhead is driving them to be aggressive to 
humans and to search the village for something. 
The Stormhead can even speak through a Storm Bat 
if it chooses (normally they only bark and shriekl. If 
and vvhen the Stormhead is driven from their minds, 
the Storm Bats vvill revert to normal behaviour and 
vvill fly back through time holes to their home. 


STÜRM BATS 


Athletics 3, Fighting 2, Subterfuge 2, Survival 1. 


Alien 

Alen Appearance (Mafor): Storm Bats are 
human-sized creatures vvith enormous batlike 
vvings. Their heads and torsos appear vaguely 
canine, like bull terrilers, vvith lean muscular 
legs ending in clavved feet. 

Allen Senses: Storm Bats are time-sensitive 
creatures. They can sense artron energy and 
time technolooy like the Vector Key. This sense 
is not strong enouqgh to Ltead them right to the 
hidden Vector Key, but as they search they vvill 
get closer and closer... 

Enslaved: These Storm Bats are in thrall to the 
psychic parasite knovvn as the Stormhead. 
Environmental (Minorl: Storm Bats thrive in 
storms, the stronger the better. 

Flight (Maior): Storm Bats catch the vvinds of 
storms and can fly through them at astonishing 
speeds. 

Natural VVeapon (Minor): Storm Bats have 
sharp clavvs on their feet for grabbing and 
tearing (2/5/71. 


1 


THE STOURMHEAD 

“The Stormhead” is the name currently used by 
a psychic parasite that has haunted the Batterlee 
area for a very Long time. İt vvas present during the 
storm three years ago, and sensed the presence of 
the Vector Key. İt desperately vvants to find the Key 
and has been searching for it ever since. 


The Stormhead and Spencer 

During this adventure, the Stormhead presence is 
centred in the home of Spencer the eccentric. The 
focus for the Stormhead is an unexploded shell 
that Spencer dug up one cold morning. Spencer 
has built a shrine around this shell, and it sits in his 
living room vvhere any other person vvould have a 
television. 
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The Stormhead talks to Spencer, and Spencer listens 
and does vvhat he”s told, more or less. (Spencer 
believes the Stormhead is the voice of someone he 
cal(s “Michael”, specifically the Archangel Michael.) 
Follovving the Stormhead "s instructions, Spencer 
has built a psychic resonator device out of scrap 
metal and odd parts. The device has taken over 
much of his home. 


The Stormhead and the Storm Bats 
During the storm three years ago, the Stormhead 
encountered a Storm Bat that had crossed over 
through one of the openings to other vvorlds - 
Spencer also savv this Storm Bat, hence his ranting 
about seeing monsters in the storm. 


The Stormhead knevv the Vector Key vvould create a 
storm again one day, and he has prepared himself 
to summon the Storm Bats again to use as servants. 


Sure enough, as the storm breaks, the vvinds 
activate the psychic resonator, and the Storm Bats 
come flying through the portal, The Stormhead 
seizes control of them, one by one, until it has its 
army. The Stormhead can: 


e See and hear through the eyes and ears of any 
Storm Bat. 

e Give any Storm Bat simple instructions like 
“chase that person” and “destroy that building”. 

e Possess any Storm Bat, using its body and 
speaking through its poorly-formed vocal 
muscles for the duration of the possession. 


VVhat does the Stormhead vvant? 

The Stormhead vvants the Vector Key so it can 
become a full-scale time monster, able to move 
through the Vortex and tear apart the vvalis of time. 
İf it manages to fuse itself vvith the key, Batterlee 
vvill be destroyed, and perhaps the entire vvorld vvill 
follovv. 


At the beginning of the adventure, Gary Spencer 
is the Stormhead”s only servant. Spencer busily 
searches the beaches and environs around the 
village for the lost Vector Key. 


Once the storm begins, the Storm Bats come 
through and the Stormhead largely abandons 
Spencer for these nevv servants. İt instantly begins 
a huge search through the village, tearing apart 
homes and bulldings. İt vvill rufn Batterlee entirely 
if that”s vvhat it takes to find the Key. 
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AMNARENESS 4 
CÜURDINATIUN 1 
İNGENUTTY 4 


PRESENCE 
RESULVE 
STRENƏTH 


SHILLS 
Convince 2, Craft 3, Knovvledge 2, Transport 2. 


TRAİTS 

Alien 

Flight: The Stormhead”s energy cloud can flyin 
any direction. 

Possess: The Stormhead can possess any 
Storm Batin the flock at any time. Once the 
Stormhead has taken control of a Storm Bat, it 
must “drive” it like an airline pilot (Coordination 
a Transport, difficulty variesl. İt takes a full 
turn for the Stormhead to exit a possession and 
return to its free-floating state. 

Psychic 

Special (Energy Cloud): The Stormhead”s 
physical form is a diffuse cloud of pulsing silver 
energy. İt can move against the vvinds of a 
storm, but only vvith difficulty, and it can affect 
physical obyiects only vvith great concentration. 
Vortex: The Stormhead has travelled through 
time in the past and vvould love to regain 
access to the timestream. 

VVeakness (Maior): The Stormhead"s focus is 
an unexploded shell in Spencer”s home, and 
also in the minds of the Storm Bats. İt can be 
forced from the Storm Bats through psychic 
battle, and the shell can be detonated. İf both 
these things happen, the Stormhead vvitl be 
banished. 


TECH LEVEL: 8 STÜURY PÜINTS: 10 


69 RUNNINd THIS ADVENTURE 
PALINü SUSGESTİDN 


This adventure is fairly complicated. There is a 
backstory, a mysterious device, storms, monsters, 
ghosts and a disembodied enemy. A gaming group 
could easily spend many sessions vvorking through 
all these elements. Hovvever, the recommended 
speed for this adventure is “fast”. İn many of the 
Doctor”s adventures, complicated situations are 
resolved at great pace through grand flourishes. 


Allovv your game to echo this. İn particular, Story 
Points allovv players to leapfrog many obstacles, so 
embrace this povver vvhen they solve a problem by 
moving on to the next one. 


For the players, some of the pleasure of this 
adventure vvill be seeing hovv the disparate elements 
- ghosts, storms, monsters - come together into 
one single problem for them to solve using their 
ingenuity, so keep up the pace and keep moving 
forvvard tovvards the climax. 


BETTINü THE CHARALCTERS INVULVED 

To get involved in this adventure, characters need 
only be in Batterlee, events vvill soon drag them 
into the drama. İf they are already looking into 
Batterlee”s strange events, hovvever, it vvill be 
even easier to dravv characters in. There are many 
reasons vvhy characters might be in the village: 


e They live in the village - Batterlee is their home. 

e They lost relatives or friends in the storm and 
have come to the memorial ceremony to honour 
them. 

e They are independent researchers, investigators 
or iournalists looking into some aspect of the 
storm, and they are attending the memorial as 
part of this profect. 

e They have other business in Batterlee, and 
stumble on the memorial ceremony by accident. 

e İfthey have advanced technology, they may have 
detected energy spikes in the area and have 
come to investigate further. 

e They are here to Look into the rumoured ghost 
sightings in the village. 

e They are from another time and place entirely, 
and have fust fallen through a pinhole in reality 
and landed here, vvherever “here” is. 


İf the characters are not already friends or 
colleagues, then they can be in the village 
independently, for a variety of reasons. İf you are 
using this adventure vvith an established group of 
characters (like the Doctor and friendsl, then iust 
select one or tvvo reasons - it"s a good idea to have 
both a procedural reason (like detecting energy 
spikesl and a personal reason (like having relatives 
affected by the big storml, to engage characters on 
multiple levels. 


İf the characters do not knovv each other at the 
start of play, everyone vvill need to co-operate to 
create connections during play. The Vector Key also 
provides a direct vvay to pull characters together. 


THE MEMÜURIAL C(EREMOUNY 

Begin the adventure at the memorial ceremony. 
Many, if not all, of the characters should be in 
attendance. As this sequence progresses, some 
characters may move avvay from the ceremony, but 
it is likely most vvill stay until the storm begins. 


Setting the Scene 

İt is Autumn, not Long after davvn. Almost the vvhole 
village has gathered at the memorial site: a large 
stone vvith a brass plate inscribed vvith the names of 
those vvho vvere tost and the date of the storm. The 
memorial stone looks across the beach and out to 
the vvater, to the treacherous Rock and the open sea 
beyond. İt is a cloudy day vvith a mild breeze. 


Ask the players to describe vvhere they are lup the 
front? in the back? running late?) and introduce 
these characters to the scene as vvelL 


e Lucy Thorp, the Vicar, isthere to leadthe service. 
She is vvearing her robes, vvaiting for the right 
time to begin, making polite conversation vvith 
those around her. 

e Mark Covacks is there vvith his daughter 
Evelyn. They are up the front and it is obvious 
from Mark”s demeanour, and from the crovvd”s 
solemn support, that he is one of those vvho lost 
someone close. Evelyn, his daughter, is restless 
and distracted. 

ə Mrs Millidge passes through the crovvd. She 
is handing out carnations to everyone vvho 
vvants one, smiling gently as she goes. About 
one person İn three vvill say “thanks Mayor” 
as they take a carnation, to vvhich she smiles 
graciously. 

ə (Gary Spencer is on the beach close by, He 
İs ignoring the memorial ceremony and the 
memorial. VVith his headphones on, he svvings 
his metal detector back and forth, stomping 
along the gritty sand. He talks to himself loudly 
as he goes, “nothing nothing nothing...” To 
those at the memorial, this intrusion is most 
unvvelcome, but none of them vvill make the 
effort to say anything to Spencer (a character 
might decide to, hovveverl. 

e Ginead İnglis is near the back. She is clearly 
interested in every vvord being spoken, but she 
is not a Local, ludging by the vvay others in the 
crovvd react to her. 


The Ceremony Begins 

VVhen the time on the village clock marks the 
minute vvhen the storm began three years ago, the 
Vicar begins the ceremony. She vvelcomes everyone 
and thanks them for coming vvith vvords like these: 
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e “Three years ago, a great storm struck Batterlee 
and many precious lives vvere tost. İ arrived in 
Batterlee a year later, vvhen the pain ofthatstorm 
vvas still fresh. Since then 1 have been endlessly 
impressed by hovv you have come together to 
support each other in this time of great trial, and 
vvith the vvay this community has sought outvvays 
to honour the pastvvhile moving forvvard into the 
future. Today, vvith great solemnity and care, vve 
mark a significant milestone in that fourney, as 
vve bless this memorial stone and the memory 
of the seven people vvho died.” 


The ceremony continues vvith personal 
remembrances of each of the seven victims. The first 
to speak is Mark Covacks, vvho talks briefly about his 
vvife Belinda and her Love of the vvater and her Love of 
Batterlee. 


VVhite he speaks, Evelyn edges avvay from him and 
reloins the crovvd, vvhere she is obviously more 
comfortable. She vvill shortly slip avvay. 


Spencer İnterrupts 

dust as Mark is finishing, Gary Spencer appears 
suddenly at the front, having climbed up from 
the beach. He is clearly agitated, and hasn”t even 
paused to take off his metal detector headphones. 
He yells vvords like these: 


e “VVhat-s the point of that then? İt vvon”t helpl İt 
vvon”t change a thingl There”s monsters in the 
vvindsl VVhats the point of it, then? Nothingl 
Nothingl” 


He keeps yelling, increasing in volume, until 
someone intervenes to move him avvay. İf none of 
the characters get there first, Mrs Millidge is only 
too happy to do this, frog-marching him out of 
earshot. He vvitl then vvalk home. 


A character may vvish to interact vvith Spencer novv, 
diverting him from his path or accompanying him. 
As the storm picks up, he panics, then does his best 
to force people to Leave him alone, he vvants to get 
back to his house and consult vvith the Stormhead 
in privacy. 


Evelyn is Missing 

As calm returns after the interruption from Spencer, 
Mark looks about, grovving increasingly concerned. 
He cantfind Evelynl A character near the edge ofthe 
crovvd, or any observant character, might have seen 
her slip avvay from the ceremony and disappear into 
the village”s narrovv streets. Characters may vvant 
to follovv Evelyn or help Mark Look for her. 


— — — ——  —  ———£ı 
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Evelyn leaves the ceremony because she has seen 
a ghost of her mother, beckoning to her. İf the 
characters do not interrupt her then this is vvhat 
happens vvith Evelyn: 


e Curious and unafraid, she follovvs these ghostiy 
glimpses of her mother out of the village and 
along the rocky coast. 

e She isled bythe ghostto something remarkable: 
a strange device hidden among the rocks, 
humming and bünking. 

e This, Evelyn decides, is something her mother 
vvanted her to find, and she puts it carefully in 
the bottom of her backpack. 


By this time, hovvever, the storm has picked up, and 
getting home might not be straightforvvard. 


Sudden Storm 

Before the end of the memorial service, the clouds 
abruptly darken, and rain begins to fall, No one vvas 
expecting this, there are no umbrellas to speak of. 
As the vvind picks up, people begin to abandon the 
memorial ceremony. The village folk decamp to 
pubs, cafes and other such haunts, vvhere they peer 
out at the vveather vvith a suspicious eye. They have 
seen this before. But there are tvvo people vvho don”t 
seek shelter, both of them nevvcomers vvho didnt 
vvitness the last storm. 


e Üne is Lucy the Vicar. She decides to stay on to 
give the ceremony a proper finish. A bit of vvind 
and rain doesn”t bother herl But the storm gets 
vvorse far quicker than she thought possible, 
and she finds herself in more trouble than she 
expected. 

e The other is Sinead the Young Academic. She is 
excited by the rising vvinds and rushes avvay to 
check her instruments and make sure they are 
vvorking properly. Plenty of people see her go 
and shout at her to take cover but she doesn”t 
listen. Her instruments could be in any number 
of dangerous spots: at the top ofthe cliff path or 
on the church steeple perhaps. 


69 VVHAT NEXT? 


The initial sequence of this adventure is a fairly 
straightforvvard series of events - the ceremony 
begins, Spencer interrupts, Evelyn sneaks avvay, 
and then the storm starts up. After this, hovvever, 
the adventure becomes much more open-ended. 


Your Pob as Gamemaster is to let the players take 
the reins of the adventure from here on in. Let 
them explore the situation as they like. VVhile they 


do this, introduce challenges and complications as 
the Stormhead gets closer and closer to its goal of 
finding the Vector Key. 


İNITIAL PRUBLEMS 


The characters could Look into any of the follovving 
things right avvay: 


e Mark is distraught that his daughter Evelyn is 
missing. Stopping him from doing anything 
stupid or helping him find her are both valid 
options. 

e There are three people out in the storm vvho 
could be in need of help: 

s Lucy the Vicar - out in the storm but close 
to cover, she is an easy person to rescue. 

e Sinead the Student - out in the storm and 
heading avvay from shelter, she vvill take 
some persuading to seek cover. 

s Evelyn the little girl - last seen heading off 
along the rocky shore, she could be in real 
trouble. 

e The Vector Key is looking for nevv operators 
and, as soon as it finds them, it vvill create 
ghosts to communicate vvith them, so some of 
the characters might soon glimpse ghosts out 
in the rain and vvind. 

e The strange behaviour of Spencer the eccentric 
might be vvorth immediate investigation, 
depending on the interests and expectations 
of the characters. Spencer is right novv in 
the service of the Stormhead, but soon the 
Stormhead vvill abandon him, and he vvill be 
confused and bereft - and might then become 
a useful ally. 

e The storm itself is very unusual, and some 
characters may try to vvork out vvhat is 
happening vvith it. (See Understanding the 
Storm, opposite.) 

e Some characters vvill simply vvant to take cover 
to vvait out the storm. This is fine for a vvhile, 
but no place is safe forever. A Storm Bat or 
tvvo come barging into their haven and begins 
tearing people to pieces, and more Storm Bats 
vvill gather outside soon enough. 


Using Mrs MiLidge 

Mrs Millidge is not tied to any specific problem. Asa 
busybody she is a vvild-card character, and can turn 
up pretty much anyvvhere at any time. İf you ever 
have a moment vvhere youTe not sure vvhat to do 
next, have Mrs Millidge vvalk up to a character and 
tell them off for doing something vvrong, and then 
have a Storm Bat grab her and start dragging her 
avvay. 


—————£/585$—— — 


UNDERSTANDIN6 THE STORM 

Characters can use skills, Story Points, Sonic 
Screvvdrivers or other means to uncover some ofthe 
storm/s secrets. Share this information vvhenever 
appropriate, the adventure vvill run more smoothly 
if the characters knovv these things. İf none of the 
characters has the skills or Gadgets to figure this 
information out, Sinead İnglis vvillvvork these things 
out soon enough. 


ə The storm began much too quickly for it to be an 
ordinary vveather event. 

e The storm is centred over the village. İt is not 
moving, except to grovv steadily bigger. 

e The storm is increasing in intensity and size and 
shovvs no sign of settling dovvn or passing. 

e The rate of increase is exponential., İf the storm 
continues along the same curve, then soon the 
entire landscape as far as the eye can see vvill 
be nothing but dust. 

e The storm:s vveather patterns make no sense 
at all, VVinds blovv in contrary directions, air 
pockets form and drop vvithout vvarning. İt is as 
if there are hundreds of pipes, each pumping 
kinetic energy directly into the system, vvhich 
there are. 

e İf the pipes are closed off, the storm vvill end. 
But hovv on earth can that be accomplished? 
Perhaps vvhatever opened them could also 
close them? 
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STÜRM BATS ÜN THE HUNT 

As the storm progresses, the Storm Bats search 
the village and surrounding area for the Vector 
Key. They vvill smash into vvindovvs, tear roofs 
off buildings, scramble through cellars, and kill 
anyone vvho gets in their vvay. The bats vvill catch 
traces of its scent as they search, but then lose the 
trail again. They vvill not stop and they vvill not be 
turned avvay. 


Throughout the adventure, the Storm Bats provide 
an ongoing source of danger and pressure for the 
characters. VVhenever things slovv dovvn or the 
characters start feeling safe, have Storm Bats 
svvarm dovvn and start vvrecking things. 


As the adventure progresses, the Storm Bats vvill 
form a tighter and tighter cordon around the Vector 
Key and the characters protecting it. Eventually, it 
should come dovvn to a standoff, vvith the Stormhead 
speaking through a Storm Bat and demanding the 
Key be handed over to it. 


FINDINü THE VECTÜR HEY 

İf the characters help Evelyn, they might spot the 
Key in her bag - that”s an easy vvay to find itl They 
might also vvork out there is something out there 
to find by talking vvith Spencer, or talking vvith the 
Stormhead, or using TARDIS scanners, to name fust 
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three possible routes. İf they are looking for the 
Key, there are several vvays they can find it: 


e Follovv a friendly ghostl The ghosts vvant good 
people to defend the Vector Key. 

e Use some high-tech detection devicel The 
Sonic Screvvdriver, aligned to the right setting, 
might lead a character right to the Key. Another 
character might be able to liggery-Pokery a 
Gadget to do the trick. 

e A character might iust get lucky, or have a flash 
of inspiration, or make psychic contact vvith the 
Key and talk vvith it - all these and more are 
possible vvith a spend of Story Points. 


ENDINe THE STÜRM 

Once the Vector Key is in hand, it can be used to end 
the storm. The Key can be repaired mechanically, 
but the best vvay to deal vvith the situation is to 
commuhnicate vvith it empathically. Someone vvith a 
psychic bond vvho holds the Key and spends a bit of 
time trying to understand it vvill sense the follovving: 


e The Key sensed the community/s thoughts 
of death and (oss, and interpreted this as a 
vvarning of danger. 

e The Key is causing the storm in its frantic 
efforts to escape through time and space. 

e İf the Key”s panic reaction ends, the storm vvill 
likevvise end. 


Each group of players vvitl have their ovvn ideas of 
hovv best to end the storm. Some vvays to deal vvith 
the Key: 


e Explaining the memorial stone to it, so it can 
understand vvhat it vvas reacting to. 

e (Convincing it to bond vvith Mark, so he can see 
his vvife"s ghost and the Key can understand 
grief and memory. 

e Having Evelyn confess her ovvn fears to Mark, 
so her relief vvill spread to the Key. 

e Deactivating its time circuits so it can”t punch 
holes in time. 

e HRepair it so it can escape as it vvants to. 

e And so feorth. The expenditure of Story Points 
could establish many other possible vvays to 
end the storm. 


VVhen the characters try to end the storm, you may 
call for a roll (for example, İngenuity 4 Technology 
to repair the Key, or Presence - Convince to help 
Evelyn to confess her feelings to her fatherl. 
Alternatively, you may decide a roll is unnecessary 
if the solution feels right. 


İf you callfor a rolland it fails, you vvill need to decide 
vhat happens next: does that solution get closed 
off entirely? İs some additional action or ingredient 
needed to succeed? İs the solution a successful one, 
and the failure fust means that it doesn”t get fixed 
immediately, forcing the characters to hold out a 
fevv more rounds? 


Note that some characters vvith extensive resources 
(like the Doctor vvith his TARDIS) might try to close 
off the storm vvithout using the Key, for example by 
using time engineering to directly sealing up the 
holes in the Vortex. That/s absolutely finel 


Note also that ending the storm does NOT remove 
either the Storm Bats or Stormhead from the village. 
They must be dealt vvith separately. 


DEFEATINü THE STORM BATS 

The problem of the Storm Bats is dramatic and 
difficult to resolve. Hovvever, characters are 
resourceful and imaginative, and vvith Story Points 
to help they might come up vvith any number of 
creative plans to get the Storm Bats out of the vvay. 
For example: 


e Electrocuting them all by overcharging the 
storm vvith energy. 

e VVidening the vortex holes enough to suck them 
all through. 

e Shooting them vvith vveapons that fell through 
the storm. 

e Luring them avvay vvith trails of artron energy. 


The simplest vvay to deal vvith the Storm Bats, 
hovvever, is to defeat the Stormhead. VVhen the 
Stormhead is overcome, the Storm Bats vvill revert 
to normal animal behaviour, and using their ability 
to sense time they ”(l find their vvay home through 
any remaining time holes. 


DEFEATINü THE STÜRMHEAD 

The Stormhead has tvvo points of focus, and 
both must be dealt vvith to drive it avvay from 
Batterlee. First, the Stormhead emanates from the 
unexploded shell in Spencer”s Living room. İf this 
shell is detonated, then the Stormhead vvill lose this 
focus. İf the Stormhead loses the Storm Bats, it vvill 
retreat to this shell, perhaps biding its time until 
another opportunity to conquer arises. 


Second, the Stormhead exists in the minds of the 
Storm Bats. İf the Storm Bats are driven out of this 
reality, then they vvill take the Stormhead vvith them. 
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Hovvever, that is not easy to do. The Stormhead can, 
hovvever, be driven out of the minds of the Storm 
Bats by engaging it in a psychic battle İsee belovvl. 


Anyone vvith a psychic bond to the Vector Key might 
realise this, and Spencer might figure it out as vvell 
(in his ovvn idiosyncratic vvayl and tell the characters 
to try it. 


Psychic Battle 

Driving the Stormhead out of the Storm Bats 
requires a fierce psychic battle. İt vvill probably take 
a group of characters vvorking together to match 
the psychic might of the Stormheadl A psychic 
bond vvith the Vector Key allovvs even non-psychic 
characters to foln in this fight. 


e The battle is fought vvith opposed Resolve 4 
Presence rolls. 

e İf multiple people are involved on one side, 
choose a leader to make the roll. The other 
characters are helpers and add 42 to the 
leader”s roll, 

e The vvinning side does damage to the mental 
attributes of the other side. (Damage is shared 
out evenly among a group vvorking together.) 

ə Damağge is equal to the leader”s Resolve score. 


e İf the Stormhead”s Resolve and Presence is 
reduced to Ü, it is defeated and cast out from 
the Storm Bats. 

e İf all the characters have their Resolve and 
Presence reduced to Ü, then they are defeated 
and the Stormhead can claim the Vector Keyl 


Describe the psychic battle as an argument: the 
Stormhead is trying to convince those it contacts 
that the vvorld is rough and violent and full of 
unexpected pain, and submitting to its vvill is the 
only vvay to be safe from avvful emotions like loss 
and heartache. 


The characters can make any counter-arguments 
they like in response. This is obviously the time to 
rolL out all the Story Points the characters can bring 
to bear. 


The characters might suggest other appropriate 
bonuses, for example, having this battle in the 
presence of the memorial vvill give a 42 bonus to the 
rolL, as the memorial stone is charged vvith psychic 
povver from the ceremony. 


A particularly striking argument might also be 
vvorth a bonus at the Gamemaster”s discretion. 
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İF THE STÜRMHEAD VINS 

İf the Stormhead captures the Vortex Key, there is 
a flash of light as everyone falls unconscious. They 
vvake some time later to find Batterlee vvrecked but 
not entirely rulned. The storm is over, the Storm 
Bats are gone, and so is the Stormhead. 


Over the next fevv days, the characters all have bad 
dreams about the Stormhead causing mayhem in 
other places in other times. They feel a sense of 
great responsibility. And then Evelyn contacts atl of 
them. She tells them the Vector Key planted a time 
equation in her head that lets her open doorvvays. İf 
they vvant to save the Key and stop the Stormhead, 
she can shovv them the vvay... 


69 AN ONG0ING CAMPAHGN 


This adventure provides everything needed to 
launch a nevv campaign: 


e The characters İ(vvho may be a disparate bunch 
of peoplel are united by their strange experience 
and their psychic bond vvith the Vector Key. 

e The Vector Key allovvs travel through time and 
space - either accidentally, or deliberately, 
depending on the type of campalgn desired. 

e Batterlee itself provides a base of operations. 
The Vector Key vvill naturally return here, and 
Batterlee might vvell have secrets of its ovvn. 

e The Stormhead can be a recurring enemy 
vvho vvill reliably provide problems for the 
characters vvhenever it returns. 


VVHY BATTERLEE? 

Of all the places in the universe to go, vvhy did the 
Vector Key arrive on Earth, in this seaside village? 
The ansvver to this question could drive several 
adventures, or even an entire campaign. Here are 
some possible ansvvers: 


e ArTime Lord has already escaped from the Time 
VVar and arrived here, the Vector Key vvas fust 
follovving the same route. But vvhere is that 
Time Lord hiding, or as vvho? And vvhy did he or 
she come here? 

e Batterlee Church is alive. The kindly intelligence 
vvithin its stones offered sanctuary to the fleeing 
Vector Key, inviting it to shelter here. 

e There vvas no reason at all, İt vvas fust random, 
and those vvho seek patterns in the random 
chaos of the universe are destined to Llose their 
minds... 

e The Vector Key vvas follovving a trail to 
another Gallifreyan device that vvas already in 


Batterlee. Sure enough, in the deepest part of 
the harbour is a blue police box, its blue light 
shining in the darkness. The Doctor”s TARDIS 
has been dovvn there for centuries - but vvhere 
is the Doctor? ls he trapped in the past and 
needing rescue? 

e Batterlee right novv is a temporal nexus point. 
Evelyn is an important figure in future history, 
and the fate of vvorlds depends on her. ALI this 
time eneroy vvas irresistible to the Vector Key, 
vvhich vvas dravvn to her like a moth to a flame. 


VVHAT 15 THE STÜRMHEAD? 

The Stormhead can be a recurring enemy and a 
source of significant mystery. The true origin and 
nature of the Stormhead is deliberately left unclear 
in this adventure so the Gamemaster can develop it 
for their ovvn campalgn. Here are some ideas: 


e The Stormhead is actually the Master, trapped 
betvveen regenerations and causing trouble. 

e The Stormhead is some other Time Lord, 
escaped from the Time VVar but novv vvithout 
physical body. 

e The Stormhead is a future incarnation of one, 
or all, of the player characters. 

e The Stormhead is a fragment of the Great 
İntelligence. 

e The Stormhead is its ovvn independent entity, 
simply a malicious spirit like the Mara or the 
Malus. 

e Ün each subsequent appearance, the 
Stormhead”s povvers and situation can be 
changed so players never get too comfortable 
vvith it and never knovv quite vvhat it might be 
capable of doing. 


VVHÜ CREATED THE VELTÜR HEY? 

Characters examining the Vector Key might 
inadvertantly trigger a holographic message. Three 
figures, dressed in vvorkroom clothes marked vvith 
Gallifreyan insignia. They speak into the recorder: 


e “VVe are trapped in here vvith this vvar and vve 
can t cope any more. VVere trying to escape. İf 
vve don”t make it through, knovv this - the enemy 
has also been trying to get through the time 
lock. Their vvar machines vvill eat your reality. 
VVhoever gets this message, please, you have 
to stop them or everything vvitl be for nothing...” 
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SEFİNüu EYES 


This adventure begins vvith the characters vvaking 
up in a strange and dangerous situation vvith no 
memory of hovv they ended up in this predicament. 
As the characters race to escape, the adventure 
progresses through a planned sequence of scenes 
Leading to a dramatic climax facing very dangerous 
foes. 


The adventure is particularly suited for groups 
playing the Doctor and one or tvvo companions, 
but it easily fits any group of time travellers. For 
simplicity, it is assumed the characters are roaming 
through time and space in a TARDIS. If not, tvveak 
the final encounter to remove the TARDIS and 
replace it vvith something similar. 


This adventure includes many examples of player 
ideas, and Gamemaster responses. İf the players 
ever get stuck, sharing these suggestions might 
help them out. 


69 ADVENTURE SYNUPSIS 


The adventure takes place on the SS Marie-Anne 
Lavoisier, a ship staffed by Clockvvork Robots. 
Time energy in the ship/s quantum drive attracted 
a flight of V/Veeping Angels, vvho seized the ship and 
killed the human crevv, The Angels are throvving 
the ship backvvards through time to feast on the 
time eneroy, but the strain is tearing the ship to 
pleces. 


"ə qd 


To repair the damage, the Clockvvork Robots are 
preparing some children”s brains to become a 
replacement computer system. 


The follovving information might come to light 
through the ship”s computer, or a soldier, or a 
Clockvvork Robot, or any other source that seems 
reasonable. 


VVhat exactly happened to create this situation? 
Here”s the sequence of events: 


1. The ship/s time engines attracted the attention 
of a flight of VVeeping Angels. 

2. The VVeeping Angels killed the human crevv and 
used their povvers to send the entire ship back 
through time, feasting on the potential energy 
released. 

3. The first timefall damaged the ship”s computer. 
The malfunctions have spread vvith each 
subsequent timefall, 

4. The Angels instructed the Clockvvork Robots to 
repair the damaged ship/s computer. 

5. To do this, the Clockvvork Robots began stealing 
teenagers through time vvindovvs. 
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6. They are teaching the teenagers the knovvledge 
they need to become part ofthe ship s computer. 

7. The characters arrive onboard the ship (see 
belovvl, unconscious, and are set to become 
dissection subfects for the teenagers. This is 
vvhere the adventure starts. 


VVhat do the VVeeping Angels vvant? 
They vvant the ship to be stable so they can keep 
pushing it through time and continue feasting. 


VVhat kind of ship is this? 

İt is the SS Marie-Anne Lavolsier, a general- 
purpose freighter that ran several lines betvveen 
human colonies before being vvaylaid by Angels. İt 
is not designed for time travell The time engines 
are for faster-than-light travel only. The Angels are 
misusing the enginesl 


VVhat is the purpose of the pretend school? 

The pupils are being mentally prepared to become 
the control and memory systems of a nevv ships 
computer, and the Clockvvork Robots have decided 
that a pretend school is the most successful vvay to 
teach them. 


Hovv do the characters get here? 

The TARDIS vvas sucked into the disturbance 
created by an unsecured timefall, VVhile the TARDIS 
recalibrated, it dumped its passengers. The 
passengers all suffered unconsciousness from the 
timefall, They vvere found by the Clockvvork Robots 
and immediately put to use as dissection specimens. 


V/hy do the characters appear as lizards in the 
first room? 

The Clockvvork Teachers found that pupils vvere 
squeamish about dissecting humans, so they 
invented this ruse. 


VV/hy are they being taught dissection anyvvay? 

Because the Clockvvork Robots regard the human 
body as a prime source of replacement parts for 
repairs. This is a knovvn habit of Clockvvork Robots. 


VV/hy is the time vvindovv pointing at the early 21st 
century London? 

The time vvindovv is aimed at the ship”s next timefall 
destination. Right novv the ship is in the Late 21st 
century. One more timefatl vvilLl put it in the early 
21st century, right over London. That vvould be bad. 


69 DISSECTİON TIME 


Begin the adventure by telling the players this: “you 
open your eyes”. Then describe vvhat the characters 
can see, hear, and feel. Go through the points belovv, 
taking time to ensure the players fully understand 
the situation they are in before you move on vvith the 
scene. 


e You are lying on your back, restrained by strong 
Leather straps around your vvrists and ankles. 

e About tvvo handspans above your face is a 
transparent barrier. İt looks a Lotlike plexiglass. 
İn fact, that barrier extends around you on all 
sides: you are in a box vvith transparent sides. 

e Mounted on the transparent ceiling of the box 
is a small metal pipe about the size of a pencil, 
The tip is pointing right at your bellybutton. 

e Üutside the box is vvhat appears to be a 
classroom. About tvvo dozen children, aged 
about fourteen or fifteen, sit at desks vvatching 
you. They vvear school uniforms like you”d find 
at any London comprehensive. 

e Nearby you can see another box (or several 
other boxesl. İt appears identical to yours but it 
contains a strange horned reptile, vvriggling in 
its restraints. 


e Standing close by is a teacher straight out of 
a boarding-school story, a tall severe man 
vvearing black robes and mortarboard, and 
holding a cane. He speaks, but you can t hear. 
He vvrites on the chalkboard: “Goatasaurs: 
dumb animals, feel no pain.” Then: “Task: 
Dissect the goatasaur and remove three maflor 
internal organs.” 


THE ANATOMY LESSUN 

Laughing and foking and insulting each other, the 
class gathers around the boxes. Class leaders take 
hold of foysticks on the edges of the cases. As they 
start moving the ioysticks, the laser scalpels (the 
pencil-size pipes) begin to vviggle and vvarm up... 


The characters are inside crates, about to be 
dissected as a class lesson. 


e The pupils cannot see the characters as 
people - the crates are layered vvith perception 
filters that make the characters appear to be 
"goatasaurs”, İf these are disrupted somehovv, 
the pupils vvill be shocked and vvill not carry on 
vvith the dissection. 

e The crates are soundproof. 

e The characters don”t have any useful items (such 
as the Sonic Screvvdriverl) in reach. The items 
might be somevvhere on their person, hovvever. 


Escapel 

İt is up the characters to get out of this situation 
before the Laser scalpels start dissecting theml 
Hovv vvitl they do it? There is no set vvay to escape. 
As the players consider their options, you should 
remind them that they can use Story Points to adiust 
their situation. 


As the players try things out, it is your fob to choose 
the difficulty they face. Don t make escape too hard 
- the Clockvvork Robots didn”t think the characters 
vvould vvake up before dissection timel 


Here are some ideas: 


e “The Sonic Screvvdriver is in my pocket and 1 
can İust reach it if l stretch my fingersl” (Spend 
a Story Point, make a Coordination 4 Subterfuge 
roll, Difficulty 9) 

e “İm going to headbutt the box until it cracks 
openl” (That"s a Strength 4 Athletics rolL İt 
might be Difficulty 18 to crack open the box, but 
a result belovv full success might still disrupt 
the holographic conversion and reveal the 
characters to the class.) 
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e “İl used this type of medical restraint vvhen 1 
vvas an intern at Mars HospitalI PiLuse the voice 
commands for emergency releasel” (Spend a 
Story Point, make an İngenulty - Medicine roLl, 
Difficulty 15) 

e “TİL vviggle out of the restraintsl” (That"s Co- 
ordination 4“ Subterfuge, probably Difficulty 18, 
but a lesser result might get one hand or leg 
free.) 

e “TİL take a deep breath, then TUL blovv really 
realiy hard on the laser so it polnts at the side of 
the box and blasts it apart.” (That/s... probably 
going to need some Story Points.) 


Blindedl 

There is one more unpleasant surprise avvalting the 
characters. VVhen they break out of the crates, after 
their first round of action they sense something odd 
about the environment. After their second round 
free, their eyes begin to vvater. After the third round 
free, they are completely blindl 


ə There is a preserving chemical in the air 
throughout the ship. İt is affecting their eyes. 

e The pupils all get a daily iniection: “Oh, you 
didn”t get your shots this morning? There"s 
some nanochem in the air, keeps everything 
clean, but you need your shots or you go blindl” 


Once blinded, the characters need to ask the pupils 
to guide them through the adventure. 


“VII perform the dissection myselfl Sit dovvn, 
all of youl Anyone vvho disobeys vvill be 
expelledl” 


The teacher is determined to carry out the 
dissection. The threat of expulsion sends 
most of the pupils to their seats, but some 
bravely stay put and argue loudly for the 
teacher to stop. 


e ...the action tears the black robes off the 
teacher, exposing an array of clockvvork 
mechanismsl 


...a pupil stumbles into the teacher”s 
path, and is promptly stunned and hurled 
into the expulsion chamberl 
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PRESENCE 
RESULVE 
STRENETH 


AMNARENESS 
UDÜRDİNATİIUN 
İNGENUITY 


2 
2 
2 


SHILLS 
Fighting 1, Marksman 1, Science 3, Technology 5, 
Transport 1. 


TRAITS 

By the Book: Clockvvork Teachers strictly follovv 
their programming, and expect unruly pupils to 
do the same. 

Natural VVeapon (Cane): The Clockvvork 
Teachers carry canes that fire a paralysing 
charge 12/S/S). 

Netvvorked: The Clockvvork Teachers all 
commuhnicate vvith each other. 

Robot 

VVeakness: The Clockvvork Teachers are linked 
to a control node elsevvhere in the ship, and if 
this is destroyed they vvill all shut dovvn. 


TELUH LEVEL: 8 STÜURY PUIT8:1 


LOOHINüG ARQUND THE RÜDM 

VVhen the characters get a chance, they can look 
around the room. They”ll see plenty of school desks 
and the remnants of the dissection crates. There 
are three exits: to the expulsion chamber İthe pupils 
are afraid of this one), to the dormitory, and to the 
rest of the school. 


Broken Crates 

Characters might grab the perception filters from 
the cages and carry it vvith them. (Minor Gadget, 
Trait: Shapeshift) They might also grab the laser 


scalpels - they could come in useful too. (Minor 
Gadget, Trait: VVeld) 


e “l vvant to use the laser scalpel as a vveaponl” 
(Spend a Story Point, and you can safely use the 
laser scalpel as a 3/6/9 vveapon for one combat 
scene.) 


Expulsion Chamber 

This is an airlock into cold, unforgiving space. VVhen 
a pupil is expelled, the teacher throvvs them in this 
room, closes the door, and they are vented into 
space. No one comes back from being expelled. 


e “İl vvant to come back from being expetledl” 
(That"ll take several Story Points and a clever 
ideal) 

Dormitory 


This is a single long hall vvith a draped curtain 
dividing into girls” and boys” sections. Apart from 
attached bathrooms, the room is self-contained 
vvith no other exits, not even vvindovvs. 


The boring Little beds are entirely devoid of personal 
effects. Attached to each is a headset that erases 
the pupiUs memories vvhile they sleep. 


e “I”lltry and reverse the polarity of the memory 
headsets so they restore memories instead 
of removing theml” (Spend a Story Point, and 
make an İngenulty - Technology rol, Difficulty 
15. Pupils vvill remember being abducted, and 
realise all their classes have been about using 
human body parts for engineering repairs.) 


69 THE PUPILS 


After the teacher is deactivated, the characters vvill 
be surrounded by interested, excited pupils. VVith 
patience (or a good teacher voice) the follovving 
information should come out: 


e The pupils dont knovv vvhere they are, beyond 
“school”. 

e None of them are surprised the teacher is a 
robot: “İt makes sense if you think about it.” 

e “The masters vvipe our memories every 
morning. Helps us focus on the nevv stuff vve”re 
(learning. ALI the old memories grovv back 
overnightl” 

e They don” knovv vvhat else is in the school, 
They only knovv about this classroom and their 
dorm room, and vvhat they have glimpsed in the 
corridor outside. 


Tvvo brave pupils volunteer to help: 


ə Carole: She has a really exuberant personality, 
asking Lots of questions and not really listening 
to the ansvvers. 

e Elvis: He sometimes stutters. VVhen he does, 
singing his vvords helps get them out. 


AMARENE58 Ə 
COURDINATIÜN 2 
INGENUTTY 2 


PRESENLE 
RESULVE 
STRENƏTH 


SHILLS 

Medicine 2 (Surgery 4), Science 3 (Physics 5), 
Technology 2, Transport 2. 

(She is unavvare of these skills.l). 


TRAITS 

Amnesia (Minor) 

Charming: VVhen she vvants something, Carole 
is all svveetness and light. 

Screamer: She s got a good pair of lungs on 
her, that/s for sure. 


TELH LEVEL: 4 STURY PÜUINTS: 3 


AMARENE58 2 
CÜURDINATIUN ə 
INGENUTTY 2 


PRESENLE 
RESULVE 
STRENƏTH 


SHILLS 

Medicine 2 (Surgery 4), Science 2 (Physics 4), 
Technology 3, Transport 2. 

(He is unavvare of these skills.) 


TRAITS 

Amnesia (Minor) 

Distinctive: Elvis has an occasional stutter. 
Sense of Direction: He”s got a good sense of 
vvhere he”s golng. 


TEUH LEVEL: 4 STÜURY PÜUİNTS: 3 
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69 THE UNREFINED 
LEADIN6 THE BLIND 


“There"s Lots of teachers patrol these halls, vve see 
them through the vvindovvs in the door. Come onl” 
The characters are dragged along a hatl to a door. 
“They don ft seem to come in here though. Should be 
safel” 


The characters arrive in Engine Room 2/1. They can t 
stay here, for the engines vvill soon overload and fill 
the room vvith molten plasma. They cant go back 
the vvay they came either, as squadrons of deadly 
teachers vvait for them there. They must find a vvay 
to reach the exit on the far side of the room. 


DESURIBINü THE RUM 

İt is hot and stinky and svveaty, and noisy vvith the 
roaring of great machines and the steady beat of 
machinery. The pupils can see and describe: 


e the room itself - cavernous, high ceiling. 

e big vats of something bright orange and 
bubbling. 

ə big signs everyvvhere saying Engine Room ff1 
(the pupils vvill invariably say “hashtag one”). 

ə a big vvindovv on the vvall, currently covered 
vvith a metal sheet. 

ə a computer screen vvith a flashing red message. 

ə the only vvay out, high up - but the stairs and 
ladders that lead to it are damaged. 


The vats contain roiling plasma, superheated to 
keep the engine coils operationat. For any character 
of at least TL 7, İngenuity F Knovvledge or Transport 
(Difficulty 12) vvitl knovv these are vvarp engines for 
starships. 


THE VINDUVM 

A vvinding mechanism is easily found by the vvindovv, 
and it vvill open the shield. Through the vvindovv can 
be seen outer spacel (”Missl VVere in spacel”) Earth 
and the moon are visible, vvith the sun off to the side. 
İt isn”t possible to see any more from this vvindovv, 
even vvhen you squish your face hard against it. (Both 
helpers vvilL try squishing their faces against it.) 


THE (UMPUTER ALERT 

“It fust says vvarning, vvarning, vvarning over and 
over. Boring.” This terminal gives access to some 
of the ship"s systems. There is a keyboard, but the 
computer vvill convert to voice communication if 
instructed. İf the characters and pupils manage to 
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use the faulty computer, they can discover some 
information. Each round of use, roll İngenuity 4“ 
Technology (Difficulty 12). For each level of success, 
they discover one of the follovving things or some 
equivalent information. 


Much information is unavailable, hovvever İe.g. on 
failed rolis) - the computer invariably indicates that 
an override from Engine Room f£f2 has Llocked this 
information dovvn. 


e Detail on the vvarnings: all of the ship”s systems 
are decaying, and engine overload is imminent. 
Service crevv are making ongolng repairs but 
cannot keep pace. 

e Engine room fF1 - this rooml - vvill soon flood 
vvith molten plasma. This isnt the first time, 
either. “Yeah, the bottom half of this room does 
Look all cleaned off and a bit melty.” 

ə Engine Room 1f£1 (conventional enginesl is 
paired vvith Engine Room f/2 (time enginesl. 
ÜTime engines? Cool”). 

e The atmospheric composition cannot be altered 
from this terminal. 

e The TARDIS has been removed to Engine Room ?/2. 

e Details on the educational programme for the 
pupils: high-end physics, engineering, human 
biology and nothing else. 

e Deckplans are available. They shovv only one 
classroom, vvith the expulsion chamber marked 
“airlock”. 

e ltis not clear vvhy memories are being vviped or 
vvhere the pupils really belong. 


(LIMBINu 00T 

The exit from this room is hard to reach. (”Youre 
mental if you think I”m going up therel”) First, 
someone needs to climb up a melted, rickety ladder 
to release an emergency stairvvell (Strength - 
Athletics, Difficulty 15, or 18 if blind but guided, or 
21 if iust blindl. 


After this other people can climb up easily. Hovvever, 
everyone vvill need to svving across a tricky gap to 
the door (Coordination - Athletics, same Difficulty 
as before for the first person, then Difficulty 
12/15/18 for everyone elsel. 


e “İl vvant to see if there”s a mechanism to 
vvinch a movable vvalkvvay across to make 
things easierl” (Spend a Story Point, and roll 
Avvareness “ İngenulty, Difficulty 12 - every 
degree of success reduces the Difficulty of 
everyone”s climb by a step, but failure knocks 
something Loose and increases the Difficultyl) 


e “İl vvant to instruct the pupils to treat this as a 
physics problem and bulld us a human catapult 
to safely hurl us up therel” (Spend 3 Story 
Points, and each catapulted person must make 
a Coordination 4 Resolve roll, Difficulty 12 to 
land vvithout iniury...) 


e ...a chunk of melted metal breaks off and 
falls dovvn on a Clockvvork Teacher İsee 
belovvl, crushing itl One person is not 


targeted this roundl 


..a chünk of melted metal breaks off 
and makes it even harder to climb upl ALL 
difficulties are increased by one levell 


RISINüu DANGERSI 


The Teachers 

“Are you bunking off, children? Open this door 
at once or you”ll get six of the bestl” Clockvvork 
teachers start hammering on the door after the 
characters have been in the room for tvvo rounds. 
After Round 4 they break in, vvaving their canes. The 
teachers are not capable of climbing, hovvever, so 
in Round 5 they stay on the ground and demand the 
characters come dovvn. 


İf the characters refuse, the teachers vvill launch 
a fusillade of energy bursts from their canesl İn 
Round 6, target half the characters vvith a shot, then 
the other half in Round 7. Any stunned characters 
vvho fall vvill be dragged avvay to be expelled. İn 
Round 8 the teachers vvill suddenly and silently 
Leave. The engine is about to overload. 


Rescuing a Character from Expulsion 

Any character captured by the teachers vvill be 
carried to an airlock and then vented into space. 
Players vvill have to be creative to rescue them: 


e “I”l.use this computer terminal to remotely open 
a locker in the expulsion chamber, revealing the 
airlock”"s emergency spacesuitl” İspend a Story 
Point). 

e “TİL re-program this Clockvvork Teacher to 
convince the others the misbehaving student is 
their fault for being bad teachers and they should 
elect themselvesl” (Presence 4 Technology, 
Difficulty 21 - that rol vvill probably need some 
Story Points too). 
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e “Iİ” find an air-vent that takes me right to the 
classroom so 1 can rescue theml” İ(spend a 
Story Point, and start a nevv scene outside the 
expulsion chamberl. 


Engine Overload 

From the moment the characters arrive, the engines 
are heading tovvards overload. Plasma bubbles 
higher and higherl At the end of round eight, the 
engines vvill overflovv and the bottom of the room 
vvill filLvvith molten plasma, instant death to anyone 
(or anythingl caught in it. 


By the end of round ten the plasma has risen to iust 
belovv the level of the exit door - and it stops rising 
there. 


“VLL balance on the melting frame of a clockvvork 
teacher and float up to the exitl” (Spend 2 Story 
Points. Maybe 3.) 


69 (RY ME A RİVER 


“VVhere are vve novv? 1 can hardly see anything, there 
aren t many lights here and they keep flickeringl” 


The upper exit from the engine room puts the 
characters right into another dangerous situation. 
Lurking in the shadovvs here is a VVeeping Angel, 
and the only exit is blocked. Help is on the vvay, if the 
characters can only hold out long enough... 


DESURİBINü THE ROM 

İt is cool thanks to a steady breeze of cold air. Every 
footstep echoes on the metal floor. The pupils vvill 
see and describe some obvious things right avvay: 


e The gallery is vvide and divided into three aisles 
by a series of columns. 

ə The middle aisle has vvorking Lights but the 
others are in shadovvs. 

e Even the vvorking Lights are flickering. (“Like at 
a discol”). 

ə There"s something dovvn the middle there 
that doesn”t look like the columns. İUs kind of 
person-shaped. 

e There is an exit door at the other end of the hall 
- directly behind the person-shaped thing. 


A fevv more details are noticeable: 


e The squared-off columns are constructed 
of the same translucent plastic used for the 
dissection boxes. They appear to be full of 
cables and pipes running floor to celling. 


—— — — — —  ———£/————— 
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(“But there could be lizard people in there or 
anything, right?”). 

e Ün the vvatl beside the entryvvay is a computer 
terminal, To use it you have to turn your back 
on the vvhole room, of course. 

e There are some air vents high on the side 
vvalls, vvhere the breeze is coming from. 


THE PERSUN-SHAPED THINü 

“Yeah, l see it better novv. İs a statuel İts a person 
vvith vvings on them. And its hands are over its eyes. 
İUs an angel 1 güess? 1 dön”t knovv, its a bit hard to 
see clearly because the lights keep flickering.” 


This VVeeping Angel vvants to play. İt vvill use its 
incredible speed to herd these intruders back 
and forth, striking at vvill to vvound and panic. The 
flickering lights protectthe Angelfrom being quantum 
Locked in one place. Every round, 
it vvaits for a flicker then 
moves behind a different 
person and slashes at them, 
deliberately doing no more 
than 2 damage. Önly after 
everyone has been slashed 
vvill it try to kill or time- 
devour someone. 


Stats for the VVeeping Angel 
can be found on pg. 163. It 
has ö Story Points. 


THE KOLUMN5 

As TL 7 people may knovv 
(İIRgenuity 4 Knovvledge or 
Transport, Difficulty 12), each 
column is a stabilisation vane 
for the ship s vvarp drive. They 
are an integral part of the ship”s 
ability to move beyond the speed 
of light. 


If the plastic casing can be opened 
(any Gadget vvith the VVeld trait, or 
Strength 4 Technology Difficulty 
15 to force open a vveak spot), the 
vanes can be manipulated: 


e “TİL use the Sonic Screvvdriver 
and figure out vvhat s going on vvith 
the shipl” (lngenuity 4 Technology, 
Difficulty 12, to discover the ship isin 
the middle of a series of unsafe time 
iumps.l 
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e “I/İL use them to zap the VVeeping Anget vvith 
anti-timel” (Spend a Story Point, cables can 
bypass quantum Llocking to stun the Anget for 
1/2/3 turnsl. 

e “İ/İL try and stall the ship"s next /ump through 
timel” (lngenuity - Technology, Difficulty 18, to 
delay the next iump.) 


THE (ÜMPUTER SUREEN 

Alternatively, they can spend the round attempting 
something vvith the computer. ust finding information 
İs the same as before: roll İngenuity 4 Technology 
(Difficulty 12) and learn one thing for each level of 
success: 


e “lvvant to turn on all the lights in the shadovvy 
sides of the rooml” (lngenuity 4 Technology, 
Difficulty 12.) 

e “İvvant to access the atmosphere controls and 
change them so vve can see againl” (lngenuity - 
Technology, Difficulty 18.) 


There is a danger hidden in the computer, hovvever. 
İt has been colonised by the VVeeping Angels. Ün 
the second round the characters spend on the 
computer, the screen vvill start flickering. This vvill 
vvorsen in the third round. İf the computer is used 
during the fourth round or subsequently, the screen 
vvill suddenly be replaced by the face of an Angel, 
fangs out and grinningl 


Everyone Looking at the screen vvill have to resist 
infection (Resolve - Strength, Difficulty 12: on a Bad 
or Disastrous result they are infectedl). Infected 
people must make the check again the follovving 
round, losing a level of Resolve for each level of 
failure. At Resolve Ü, they turn into an Angel, 


THE EXTT DDÜR 

This door is completely sealed. İt has been locked 
and vvelded shut. Before long the door vvill be 
opened from the other side, but until then: 


e “VVe use the computer to open the lLocksl” 
(lngenuity 4 Technology, Difficulty 12.) “Then 
vve smash the vvelding pointsl” (Strength 4 
Athletics, Difficulty 18.) 

e “İtry and melt it using the energy cables from 
the columnsl” (Spend a Story Point, and roll 
İngenuity - Technology, Difficulty 15.) 

e “1 trick the VVeeping Angel into tearing open 
the doorl (You”ll need a more specific plan than 
that. And probably a fevv Story Points vvill be 
needed to pull it off1) 


e “Forget the doorl 1 climb into the air ventsl” 
(Strength 4 Athletics, Difficulty 9, to get into 
the air vents. İs not entirely safe in there 
hovvever...l 


SÜLDİERSİI 

Soon after the characters arrive in the room, 
probably vvhile they are trying desperately to evade 
the VVeeping Angel, the door starts being cut open 
from the other side. The brightflare of a laser cutter 
illuminates that end of the room, and even blinded 
characters vvill see this intense light. 


Tvvo rounds later, the cut door topples and a group 
of soldiers come charging through. 


e The soldiers immedlately form a defensive 
perimeter around the door. They are all armed 
and ready for trouble. The characters and 
pupils are ordered to hit the floor. 

e lİfthey see the VVeeping Angel, and they probably 
can, they fix it vvith the spotlights on their guns. 
İtdoesn”tdrop to the floor, of course. One soldier 
scans the Angel and says “this is charged up 
vvith vveird energyl” 

e The Sergeant then orders the squad to carry the 
Anget back to their ship. Unless the characters 
intervene, this is exactly vvhat vvill happen. 


The soldiers, led by Sgt Shachi Phadke, are from the 
İndian Space Forces. They vvere on a patrol mission 
and detected strange energy signals from the ship, 
and they ve come aboard to secure the vessel, They 
vvant to take the VVeeping Angel back to their ship 
so they can examine it and vvork out vvhat happened 
here. Sgt Phadke is quite clear about her orders, 
and if the characters don”t persuade her othervvise, 
back it goes... 


The soldiers also intend to take the characters back 
to their ship, at gunpoint if necessary. 


AMARENE58 ə 
COURDINATIUN 4 
İNGENUTTY Ə 


PRESENLE 
RESULVE 
STRENƏTH 


SHILLS 


Athletics 4, Fighting 4, Marksman 4, 
Transport 3. 


TRAITS 
Brave 
Voice of Authority 


TELH LEVEL: 5 STURY PÜINTS: 4 


AMNARENESS 9 
UDÜRDİNATİIUN 9 
INGENUITY 9 


PRESENCE 
RESULVE 
STRENETH 


SHILLS 
Athletics 3, Fighting 3, Marksman 3, 
Transport 3. 


TRAITS 
Brave 


TECH LEVEL: 5 STÜURY PÜİTS: 1 


69 A SIT-DÜVİN AND 
A NICE CUP ÜF TEA 


The soldiers hustle everyone dovvn corridors to the 
ship"s docking station. The soldiers boarded here, 
and their shuttle is currently clamped to the side of 
the ship. The shuttle is too small to be comfortable 
as a base of operations, so the soldiers have set up 
in the docking rooms. 


On arrivaltthe soldiers give blinded characters some 
retinal equalisers to clear up their vision. Then they 
offer cups of tea, because they aren”t barbarians. 
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DESTİNATIUN: ENGİNE RUUM “72 

During this scene the characters vvill realise they 
need to go to Engine Room £?2. As the interaction 
vvith the soldiers unfolds, share some or all of these 
reasons: 


e The İSF isnt ready for time technoloogyl They”ll 
break the future, or maybe atl of timel 

ə The ship cant simply be destroyed - an 
uncontrolled time engine explosion could upset 
the entire Solar System. 

ə The ship cant be left to the VVeeping Angels 
either, they”ll cause an explosionl 

e The TARDIS is therel 


LİEUTENANT PATEL, ÜNSUREEN 

Sgt Phadke activates a holographic profector that 
puts a nevv person in the room. This is Lieutenant 
Sonatl Patel, She is managing the mission remotely 
from the ISF Patrol Ship. Very politely, but vvith 
increasing vehemence, holographic Lt Patel lays 
dovvn the lavv: 


e The other schoolchildren vvill be rescued 
immediately - there is an airlock by their 
classroom so this vvill be easy. 

ə The characters are to be confined to the shuttle 
until everything is resolved. 

ə Basically, enloy your cups of tea and stay here 
vvhile vve handle it. 


Lt Patel does have a mission here: ISF sensors have 
detected the time energy and vvant to seize this 
technology to analyse it. Patel doesn t volunteer this 
information, but the capture of the VVeeping Angel 
does hint that this isn”t a simple rescue mission. 


Her intent is to remote pilot the shuttle to rescue 
the schoolchildren vvhile ordering her soldiers to go 
to Engine Room £/2 and steal the time core. 
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Hovv the interaction proceeds is very open-ended. 
Allovv the characters Presence - Convince rolls 
against Lt PateUs Resolve 4 Convince vvhenever 
they try to persuade her of something. Perhaps 
the characters ally vvith the soldiers, perhaps they 
agree (or pretend) to do as theyTre told, perhaps 
they talk the Lieutenant around, perhaps they 
cause so much trouble the soldiers tie them up 
to keep them quiet and out of the vvay. Before the 
interaction can develop too far, hovvever, it vvill be 
rudely interrupted... 


ANARENES8 4 
CÜURDINATIUN 4 
İNGENUTTY 4 


PRESENLCE 
RESULVE 
STRENƏTH 


SHILLS 


Athletics 3, Convince 3, Fighting 2, Knovvledge 
2, Marksman 3, Transport 2. 


TRAITS 
Brave 
Voice of Authority 


TECH LEVEL: 5 STURY PÜINTS: 4 


€9 DOUBLE DÜSE ÜF TRÜUBLE 


A VVeeping Angel strikes unexpectedly, and the 
Clockvvork Robots chase the characters to the final 
confrontationl 


PIRST: ANGEL FACE 

The communication signal to Lt Patel is invaded by 
the virtual Angel seen earlier. The intrusion vvill 
only be visible to Lt Patel, She vvill say something 
like: “You”re breaking up... The signal is cutting 
İn and out... VVait, there”s something else coming 
through...” If the characters are quick they might cut 
off communications. Othervvise, Lt Patel is doomed. 
They vvatch her hologram and hear her vvords as 
she sees the Angel: “Sergeant, if you can hear me, 
İ have another face interfering vvith the signal... You 
trying to scare me? Your fangs don”t bother mel” 


Then, as people vvatch, her holographic form vvill 
transform into a VVeeping Angel. This is bad nevvs, 
but the characters have other things to vvorry about... 


SELUND: (OMİNü QUT UF THE 
GÜSH-DARNED VALLS 

The other trouble comes through a steady escalation 
of vvarning signs: 


ə At about the same time as Lt Patel starts 
to notice the signal interruption, one of the 
troopers vvill sound off a perimeter vvarning. A 
sensor has picked up something approaching. 
Sgt Phadke orders troops into a defensive 
formation... 

e Another sensor goes off, closer. Then another... 
Any moment novv they "ll be hammering at the 
door... 

e But nothing comes at the door. VVhat is out 
there? Are they vvaiting outside? Preparing 
something? VVhat could it be? 

e Then - perhaps fust at the moment Lt Patel 
begins to transform into an Angel - the source 
of movement is revealed. Clockvvork Robots 
drop through the ceilings to attackl 


The Clockvvork Robots have approached through 
ventilation shaftsl The robots rapidiy fill the room, 
their ragged and torn black robes giving them the 
aspect of giant crovvs or sinister grim reapers. They 
start stunning everybody in sight, and they fust 
keep comingl Every round select one character at 
random and target them for a blast from a teacher”s 
cane. 


LET”S GET 0UT UF HEREL 

Soldiers and Clockvvork Teachers are engaged in a 
pitched battle, and the Teachers have the advantage 
of numbers. İt-s time to head for Engine Room £72. 


Racing through the Ship 

The characters could try to find their vvay through 
the corridors and vents of the ship. (Roll Avvareness 
and İngenuity, Difficulty 12, repeat every round.) 
Count up levels of success: Success gives one Level, 


Good Success is tvvo levels, Fantastic Success 
is three levels, but Failure results indicate the 
characters Llose their vvay and the total is reduced 
in the same vvay. 


After accumulating eight levels of success (or 
five if the characters have seen a deckplanl, the 
characters reach Engine Room f£2. 


As they run they are pursued by Clockvvork Robots. 
Assume there is one for each character. Run this as 
a chase sequence, using the standard chase rules 
on pg.?8. The characters start vvith a lead of only 1 
Area. The Clockvvork Robots are slovv so they vvill 
push to go faster each round (roll Coordination 4 
Athletics, Difficulty 12). 


VValking on the Outside 

Characters could exit the ship and use spacesuits 
to vvalk across the exterior. This vvill avoid the 
Clockvvork Robots, vvho vvitl not exit the ship, but 
finding spacesuits for everyone is hard f(Avvareness 
x Transport, Difficulty 18İ. Compounding matters, 
the VVeeping Angel from the vvarp stabilisation 
room vvill try to pursue the characters. 


Commandeering the Shuttle 

Characters might iump into the military shuttle (TL 
5) and steer it directly to the engine room (lngenuity 
8 Transport, Difficulty 15İ. There is no dock at the 
Engine Room £?2 end, but the shuttle could blast a 
hole and dock vvith that. 


Sgt Phadke is going to be very unimpressed by 
characters trying to steal her shuttle. 
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69 TIME ENGINES 


This is the centre of all the trouble. İn Engine Room 
12, the Angels have overloaded the ship”s time 
engines to feast on leaking energy and they are 
preparing for the delights of another timefalL, The 
TARDIS is also here, as is a time portal to a school 
playground in London in the early 21st century. The 
master of ceremonies, so to speak, is a Clockvvork 
Robot vvho has been rebuilt around a VVeeping Angel, 


LO0HING AROUND 

The characters might reach this room from a number 
of directions. Regardless, they vvill encounter the 
same scene: 


e The time engine is about the size of a coffee 
table. İt sits in a mount at the very centre of 
the room. Huge spindiy cables rise out of it and 
reach the ceiling, vvhere they spread out and 
drop back dovvn to the floor like vvater streams 
from a giant fountain. The engine constantly 
vibrates and hums and groans, and a nimbus of 
reddish energy plays angrily across its surface, 
vvhile blue pulses of light rush along the cables. 

e Scattered around the room, all facing tovvards 

the time engine, are eight VVeeping Angels. Their 

hands are over their eyes, but they are smiling. 

Only one thing in the room is moving. İt is 

large - about the size of a police box, in fact. İt 

vvalks vvith an ungainly motion. İts silhouette is 
strange and hard to interpret. 

On the far side of the room, dimly Ut, is the 

TARDIS. Beside it is a glovving doorvvay. 
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THE FIXATED ANGELS 

There are indeed eight VVeeping Angels in the room, 
all fixated on the time engine. They vvill ignore the 
characters unless provoked. These Angels might 
simply be avolded, or they could be dealt vvith by 
revviring a time portal and tipping them all in, or 
by sending the ship on a vvarp fump into the sun, 
or by some other dramatic means. The characters 
are left to devise their ovvn vvay of dealing vvith this 
deadly threat. 


THE ÜLULHİVURH ANGEL 

The large moving obyiect is another VVeeping Angel 
vvrapped up in a Clockvvork Robot frame. VVhenever 
the characters get close to it, they vvill see: 


e A bulky, squared-off frame covered vvith 
tattered black cloth. 

e A multitude of bent and tvvisted Clockvvork 
Robot parts fut out from the frame, including 
four legs and four arms. There is one head, 
vvhich slides around the front of the frame. 


AMARENESS 4 
ÜDÜRDİNATİÜN 4 
İNGENUTTY 2 


PRESENCE 
RESULVE 
STRENETH 


SHILLS 
Fighting 4, Knovvledge 4, Marksman 1, Science 
3, Subterfuge 4, Technology 5, Transport 1. 


TRAITS 

Alien 

Alien Appearance 

Alien Senses İBlind-sensel) 

Armour (5) 

İmmortal 

Natural VVeapons: Electrified VVhip, (3/S/S) 
Netvvorked: The Clockvvork Angel is the control 
node for the Clockvvork Robots. 

Robot 

Scan 

Slovv 

Special (Lights out) 

Special (Quantum Locking) 

Special (Time Eater) 


STURY PUINT5: 8 


e VVithin the frame, visible through the tattered 
cloth, is a VVeeping Angel. The Angel has its 
arms and vvings spread vvide, and its face is 
Locked in a fanged grin. The clockvvorks are 
entangled and embedded in the Anget like a 
body-horror Escher dravving. These creatures 
have become one horrific combined entity. 


The Clockvvork Angel is completely controlled by 
the AngeUs consciousness. The Angel can speak 
through the Clockvvork Robot”s face, and it vvill ask 
intruders vvhat they vvant, and mock their inability to 
drink from the vvell of time. 


İt offers them freedom: they can take the TARDIS or 
use the time portal, and go. 


The Angels only vvant to be left alone vvith their 
time engine. The Clockvvork Angel vvill allovv the 
characters to Leave in the TARDIS or use the time 
portal, as long as they do so immedliately. Any delay 
vvill be met vvith lethal force... 


The Clockvvork Angel is the final threat in this 
adventure. The characters must defeat it if they 
vvant to do much of anything in this room, for it vvill 
brutally stop them othervvise. 


THE TIME ENGINE 
The time engine is, of course, the centre of attention 
for the Angels and the source of all the trouble 
unfolding on this ship. 


Extracting the Time Engine 

This isn”t too difficult - tvvo İngenuity 4 Technology 
rolls (Difficulty 12) can remove the clamps. They can 
even be done on the same round if tvvo people vvork 
together. The time engine is heavy, and it takes tvvo 
people to lift, one at each end. Both need to make 
Strength 4. Athletics rolis (Difficulty 91. A success 
means they can only move at half speed vvhile they 
carry the engine. 


Ultimately, hovvever, extracting the time engine is 
not particularly difficult. The trouble, of course, is 
vhat comes next - a room full of VVeeping Angels 
vvho are very unimpressed vvith anyone trying to 
steal their engine. 


Destroying the Time Engine 

This isn”t too difficult either, vvhich is a definite 
problem. Anyone causing 4 Levels of damage to the 
time engine in a single round vvill send it into crisis 
mode. VVhile in crisis, the engine can be stabilised 
vvith İngenuity - Technology (Difficulty 181. 


İf it takes a further 4 levels of damage in a single 
round vvhile in crisis mode, it immediately begins 
to meltdovvn. 


Meltdovvn takes three rounds. The time engine can 
be stabilised as above, but the task is much harder 
(Difficulty 24). At the end of the third round, it vvill 
explode, enveloping the entire ship in a time vvarp 
field that vvill destroy everything by folding it into 
null-time. (Story points spent here can change the 
outcome of the meltdovvn drastically, hovvever.) 


De-povvering the Time Engine 

This is a bit trickier. The time engine is designed 
to be self-sustaining, requiring no maintenance or 
povver inputs. That means turning it off is very tricky 
indeed. İt vvill take tvvo İngenuity F Technology rolls 
(Difficulty 18), and the first one vvill immediately 
slovv the engine, enraging the VVeeping Angels. 
Hovvever, success on both checks vvill deactivate the 
time engine. İt cannot be reactivated except in the 
heart of a quantum furnace. 


THE TARDIS AND THE TIME PORTAL 


The time portal and the TARDIS are close together 
on the far side of the engine room. They are unlikely 
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to be at the centre of activity during this climax, 
the VVeeping Angels and the Clockvvork Robots are 
uninterested in them, at present. 


Hovvever, they might form part of any number of 
plans by the characters, and they are both of obvious 
use in ending the adventure. 


69 ENDING THE ADVENTURE 


The adventure ends vvhen the VVeeping Angels are 
dealt vvith and the time engine is brought under 
some kind of control - or vvhen the characters flee, 
but that isn”t terribly heroic. 


e The characters can reunite vvith the TARDIS. 

e The pupils can simply be sent back through the 
time portal to arrive back home. 

e The soldiers, if any survive, can be delivered 
back to their patrol ship, unless Lt Patel has 
been turned into an Angel, in vvhich case things 
get trickier. VVhatever solution the characters 
come up vvith for this problem is Uikely to vvork 
vvithout complication. 


Once these Lloose ends are tied up, the characters 
can press on to their next adventurel 
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2-Dis 


51st Century "Squareness Gun” 


A 

Acting Simultaneously 

Actionl 

(Making More than Onel Action in a Round 
Action Rounds 

Additional Limbs 

The Adventure 

Adversary 

Alien 

Alien Appearance 

Alien Character Names 

Alien (Special Good Trait) 

Alien Senses 

Alien Appearance 

Aliens as Player Characters 

Amnesia 

Angel Physiology 

Animal Friendship 

(The) Antagonist 

Appearance 

Appendix: dournal of İmpossible Things 
Archaeologist Character Sheet 

Areas of Expertise 

Argumentative 

Armour 

Arrogant 

Athletics 

Atmosphere 

Attractive 

(VVhich) Attribute or Skill to Use 
Attributes 22: 
(Assigningl Attributes for your character”s 
Strengths and VVeaknesses 

(Higher) Attributes 

(Under-buying) Attributes 


Avvareness 


B 

Babbling Technobabblel 

Background 

(The) Basic Rule 

(The) Basic Story 

Basically, You Rulel 

(Building on the) Basics 

(The) Basics 

(The) Beginning - The Setup, İnvestigation 
Being in the Hot Seat 

Bigger on the İnside 114, 


Biochemical Genius 
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119 
119 


194 


165 
195 


231 


166 


186 


108 


26 
27 
27 
23 


186 
66 
70 

195 

190 

184 

9 

196 

182 

134 
30 


(The) Blinovitch Limitation Effect 125 
Uourneyl Blue Character Sheet 245 
Boffin 30 
(The) Boneless 152 
Boys and Their Toys 110 
Bulky 117 
Brave 91 
By the Book 40 
C 

Campaigns 200 
Changing Your Mind? 82 
Chapter Eight: AlLof Time and Space is 
VVaiting. Dont Even Argue 203 


Chapter Five: ALL the Strange, 

range Creatures 143 
hapter Four: Time and Time Again 121 
hapter One: The Trip of a Lifetime 6 


ories can Make us Fiyl 191 


s 

cC 

cC 

Chapter Seven: History is a Burden, 

s 

Chapter Six: ls a Rollercoaster vvith You 173 
s 


hapter Three: 1 Can Fight Monsters, 1 Can”t 


Fight Physics öş 
Chapter Tvvo: Old-fashioned Heroes from 

Old-fashioned Storybooks 17 
Character Creation Example 27: 
Character Creation Example - Skills ö4 
Character Creation Example - Traits 57 
Character Creation Points 23 
Put the) Character in Character 175 
Spare) Character Points 59 
Earning) Character Points vvith Bad Traits 29 
Blank) Character Sheet 250 
Character Stories 200 
Complementingl) Characters 184 
The) Characters 8,18 
Characters Roll and Perform Their Actions 81 
Charming 31 
Cooperating in al Chase 101 
Chase Summary 101 
Chases 98 
The) Cheat 188 
Clairvoyance 50 
Clara Character Sheet 233 
Cliffhangers 199 
Clockvvork Robots 144 
Clumsy (AV 
Code of Conduct 41 
(Extreme) Cold/Heat 93 
Combat 88 
Combat iin Chases 100 
Complications 78 


(Examplel Complications 
Compress 

(Extended) Conflict 
(Losing a) Conflict 

(The) Conflict 


(Extended) Conflict Summary 


Conflict: Contested Rolls 


Constructing a Campaign Story Arc 


Convince 

Cooperation 

Coordination 

Covvardly 

Craft 

Crashes 

Creating a Nevv Character 
Curiouser and Curiouser 
Cybermen 


Cyborg 


Dalek Antibodies 

Dalek Mutants 

Dalek Psychology 

Dalek Sleeper Agent 
Dalek Travel Machine 
Daleks 

Damage 

Dark Secret 

Datapad 

Dealing vvith the Players 


Delete 

Dependency 

Difficulty 

Dimension Modification 
Disable 
Distinctive 

Do it al Again... 


The) Doctor 


Do 
Do 
Do 


The) Doctor Character Sheet 


The) Doctor and Companions 


ctor-Lite Adventures 


The) Doctor”s Companions 


The) Doctor”s Enemies 


The) Doctor”s Universe 


nt Be Avvkvvard 
nt Cheat 
n”t Hog İti 


Drovvning 


Du 


ck and Cover 


Dying or Leaving the TARDIS 


Doctor and Nevv Companions 


79 
114 
80 
83 
193 
83 
mi 
200 
59 
76 
24 
41 
59 
92 
20 
179 
146 
50 


150 
149 
149 
150 
148 
147 


E 

Eccentric 

Electronic Al Lockpick 
Empathic 

(The) End - Climax and Resolution 
Engineer”s Mate 

Engram Eraser 

Enslaved 

Environmental 

Eternal VVar 

Entrap 

Epilogue - Aftermath 
Equipment 

Equipment and Personal ltems 
Example (continued) 

Example of Play 

(Grovving froml Experience 
Experience and Gain 
Experienced 

(Other) Extraordinary Abilities 
Everyone Has a Role to Play 


Everything has it"s Time 


F 

Face in the Crovvd 
Failure Table 

Falls 

Fast Healing 

Fear Factor 

Feel the Turn of the Universe 
Fighting 

Fighting Damage 
Finales 

The) Finished Adventure 


Finishing Touches 


Fire 

Flight 

Uennyl Füint Character Sheet 
Forcefield 

Forgetful 

Freezel 


Friends 


G 

Gadget 

(Ovvning al Gadget 
Gadget Story Points 
Gadget Traits 

(Bad) Gadget Traits 
(Good) Gadget Traits 
Gadgets 

(Examplel Gadgets 


43 
119 
31 


119 
119 
72 
ö7 
59 
115 
98 
10 
ö7 
ö7 
13 
108 
189 

50 
134 
183 
190 
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167 


115 
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Galifreyan Physiology 31 
Game Sessions 9 
(The) Gamemaster 2 
(VVho Should bel Gamemaster? 81 
Gamemastering 180 
(Basic) Gamemastering 182 
Gamemastering Hints and Tips 83 
Gamemastering the TARDIS 142 
Gamemaster s Assistant 189 
Gender 11 
Get İnvolved 176 
“Good” Villains 164 
(The) Good, the Bad and the Ugly 178 
Grandfather Paradox 123 
Group Backgrounds 184 
Grovving as a Person 109 
Guns are Bad 88 
H 

Hallucinogenic Lipstick 119 
Healing 96 
Home Time Period and Technology Levels ö6 
(Robin) Hood Character Sheet 244 
Hot Shot ö3 
Hovv Do They Fit ln? 22 
Hovv to Play a Roleplaying Game 174 
Hovv to Use this Book 10 
Hovv VVetl have you Done? 73 
Hypnosis 33, 51 
İ 

İmagine You Could Go Anyvvhere... 7 
İmmortal 52 
İmmunity 168 
İmpaired Senses 44 
İmpervious 168 
İmpulsive 44 
İndomitable 34 
The "Indomitable” Human Race 179 
İnexperienced 52 
İnfection 168 
İngenuity 24 
(Muttiple) İniuries and Reduced Attributes 97 
(Levels of) Iniury 85 
(Other Sources of) Iniury 92 
İnnocuous 115 
İnsatiable Curiosity 44 
İntent 72 
İntroductory Briefs 196 
İnvestigation and Clues 197 


dl 
diggery-Pokery 


K 

Keen Senses 
Knockoutl 
Knovvledge 


(Common) Knovvledge 


Iı. 

L (Lethal) 

Last of My Kind 
Lockpick 
Lucky 


M 

Making a Difference 

Making Losing Exciting 
Marksman 

Marksman Damage 
Measurements and Language 
Medicine 

(Losing a) Mental Conflict 
Metagaming 

(The) Metagamer 

(The) Middle - Rising Action, Running 
Military Rank 

Missy (The Master) 

Mitigating Circumstances 
Molecular Nanoscaler 


Movement 


N 

Name 

Natural VVeapons 

Near and Far 

Netvvorked 

No Time Lord At AL 

Noble 

(Bringingl Non-player Characters to Life 


0 

Obligation 

Obsession 

One Shot 

Open/Close 

Opening Adventures 
(Multiple) Opponents 
Optional Rule: The Drama Die 
Osgood Character Sheet 
(The) Others 


Outcast 
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34 
87 
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85 
52 
119 
34 


179 


168 
128 
169 
20 
35 
185 


118 
115 


194 
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Outsider 
Ovved Favour 


Ovves Favour 


P 

Pacifism 

Page References 

Perception Filters 
Percussive Maintenance 
(Changing your) Personal Goal 
Personal Goals 

Personal Story Arcs 

Phobia 

Photographic Memory 
Losing al Physical Conflict 
Sources of) Physical Iniury 
Danny) Pink Character Sheet 
Plot Device 

Possess 


Being) Possessed 


The) Povver Gamer 


Predestination or "VVhat”s the Point?” 


Precognition 
Presence 

Present is Past 
Prologue 

Psi Character Sheet 
Psychic 

Psychic Paper 
Psychic Training 
Punishing Poor Play 


Pursuitl 


Q 
Quick Reflexes 
(The) Quiet One 


R 

Radiation 

Radiation and Time Lords 
(Examplel Reactions 
Reapers 


Rear Vievv Scanner 


89 
99 


36 
188 


93 
132 
81 
124 
120 


(Making More than Onel Reaction in a Round 82 


Reactions: Resisting the Roll 
Recurring Themes 
Regeneration 

Replication 

Resistance 

Respiratory Bypass System 
Resolve 


Resourceful Pockets 


81 
178 
133 
170 
170 
132 

25 

37 


(Other) Resources 


Restriction 


Reverse The Polarity of the Neutron Flovv 


Rigsy Character Sheet 
Ripples and Nexus Points 
Robot 

Robot Knights 

Rock Star Character Sheet 
Role-play vs Roll-play 

Roll the Dice 

(Hovv a) Rol. VVorks 

(The) Rule-monger 

Rules and VVhen to Bend Them 
Rules are Meant to be Broken 
Run for your Lifel 

Running Order 


Running the Game 


(VVhere is the) Rusty the Dalek? 


s 
S (Stun) 
Saibra Character Sheet 
Scan 
(Getting) Scared 
Science 
Scientist Character Sheet 
Screamerl 
Sea Devils 
(The) Second Part 
Seeing Eyes 
Adventure Synopsis 
he) Anatomy Lesson 
Carole 
Climbing Out 
hel Clockvvork Angel 
Clockvvork Teacher 


he) Columns 


he) Computer Alert 


Thel Computer Screen 
Cry me a River 


Describing the Room 


Dissection Time 
Double Dose of Trouble 
Elvis 

Ending the Adventure 
The) Exit Door 

First: Angel Face 

The) Fixated Angels 


deas for and... or but... 


Let"s get out of herel 


Lieutenant Patel, Onscreen 


Destination: Engine Room £2 


221, 


219, 


188 
186 
175 

37 
100 

70 
144 


85 
240 
115 
94 
ö2 
247 
37 
157 
200 
217 
217 
219 


223 


218 


222 


Looking Around 

Looking Around the Room 

(Lt Sonat) Patet 

(The) Person-shaped Thing 

(Sgt Shachil Phadke 

(The) Pupils 

Rifleman, Indian Space Forces 
Rising dangersl 

Second: Coming out of the 
gosh-darned vvalls 

A) Sit-dovvn and a Nice Cup of Tea 
Soldiersl 

The) TARDIS and the Time Portal 
The) Teacher 

Time Engines 

The) Unrefined Leading the Blind 
The) VVindovv 

Selfish 


Sense of Adventure 

Sense of Direction 

(The) Setting 

Setting the Scene 

(Bringing) the Setting to Life 

Shake it upl 

Shapeshift 

Sidevvays in Time 

Silurians 

Size 

Skitl 

(Assigningl Skitl Points 

Skills 

(List of) Skilis 

(Learnedl Skills and İnstinct 

Skovox Blitzer 

Slovv 

Slovv Reflexes 

(Losing a) Social Conflict 

Sonic Screvvdriver 

Sontarans 

Sontaran Physiology 

Sontaran Technology 

Sontaran Trooper 

Special 

“Specials” 

Spider Germs 

(Kate) Stevvart Character Sheet 

Stormrise 
Adventure Synopsis 
Batterlee 
Creatures of the Storm 
Defeating the Storm Bats 
Defeating the Stormhead 


58, 


227 
220 
226 
223 
225 
220 
225 
222 


226 
225 
224 
229 
217 


227, 228 


221 
221 
46 
78 
37 
93 
80 
85 
26 
71 
29 


161 
238 
204 
204 
204 
207 
214 
214 


Ending the Storm 
Finding the Vector Key 
Getting the Characters involved 


Ghosts 


Hovv This Adventure is Organised 


fthe Stormhead Vins 
nitial Problems 
Locations 

The) Memorial Ceremony 
An) Ongoing Campaign 
Pacing suggestion 
People in Batterlee 
Recent History 
Running this Adventure 
Standard Challenges 
Thel Storm 

Storm Bats 

Storm Bats on the Hunt 
Thel Storm Rises 

The) Stormhead 
Strange Events 


Understanding the Storm 


The) Vector Key 

VVhat is the Stormhead? 
VVhat Next? 

VVho Created the Vector Key? 


VVhy Batterlee? 
(The) Story 
Story Point Guidelines 
Story Points 
(Gaining) Story Points 
(Increasing) Story Points 
(Losing) Story Points 
(Maximuml Story Points 
(Spendingl Story Points 
(Using) Story Points 
Strax Character Sheet 
Strength 
Stunts: Doing Something Crazy 
Subterfuge 
Success Table 
(The) Success Table Ladder 


Survival 


T 
(The) TARDIS 

(The Doctor”s) TARDIS 

(The) TARDIS as Super-Gadget 
TARDIS History and Model Types 
(The) TARDIS in the Game 
TARDIS Systems and Abilities 
Technically Adept 


— ——  ——€Ğ 


64, 102,1 


100 


Technically İnept 
Technobabble 
Technology 
Technology Levels 
Telekinesis 
Telepathic Range 
Telepathy 
Teleport 

(The) Teller 
Terrain Modifiers 


Text 


This May Take Some Time... 
(Changing) Time 

Time Agent 

Time is Not the Boss of Mel 
Time Lord 

(The) Time Lord 

Time Lord (Experienced) 
Time Lords 

Time Spurs 

Time Travel 

Time Traveller 

Timey -VVimey to the Rescue 
Tough 


Track 


Traits 

(Alien) Traits 
(Bad) Traits 

(Bad Alienl Traits 
(Buyingl Traits 
(Good) Traits 
(Good Alienl Traits 
(List of) Traits 
(Opposingl Traits 
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46 

186 

ö3 

66, 110 
54 

55 

55 

117, 171 
153 

99 

10 

76 

126 

55 

130 

56 

131 

56 

12 

125 
122 

38 

123 

38 
16 
27 
65 
39 
72 
28 
30 
165 
29 
29 


(Removing Badl Traits/Buying Good Traits 109 


(Purchasing) Traits More Than Once 


(Special Traits 
Transmit 

Transport 
Travelling the Vortex 


Tvvo (and Three) Part Stories 


U 
Unadventurous 


Unattractive 


UNİT Soldier Character Sheet 
UNİT Squad / Torchvvood Team 


Unlucky 
Unskilled Attempts 


V 


Vacuum 


29 
49 
116 
ö3 
135, 142 
199 


46 
47 
246 
20 
47 
72 


93 


(Madame) Vastra Character Sheet 
Vehicles 

(Sampte) Vehicles 

Villains Have Story Points Too... 
Voice of Authority 

Vortex 


Vortex Manipulator 


VV 

VVanted 

VVeakness 

VVeeping Angels 

VVeld 

VVhat Do You Need to Play? 

VVhat is Roleplaying? 

VVhat to do vvhen Players are Absent 
VVhat VVould the Doctor Do? 

VVhere Does It Hurt? 

VVho can you Play? 

VVho is the Doctor? 

(Courtneyl VVoods Character Sheet 


Y 


“You Canft ALI Play the Doctor” 


Your First Game 


Zap 


235 
111 
112 
144 
38 
57, 172 
120 


19 
174 


117 
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DALFİSI UYBERMENİ SUMİARANSI 


The list of threats is endless and no place in the universe 
İs ever truly safe from danger. But there”s one man vvho”s 
made it his misslon to defend the defenceless, help the 
helpless, and save everyone he can. The Doctorl 


Doctor VVho: The Card Game is by internationally renovvned 
designer Martin VVallace, and has been designed for both 
seasoned timetravelling gamers and nevvly regenerated 
players. 


İn Doctor VVho: The Card Game you: 


ə Defend the universe vvith the Doctor and his companions. 

e Exterminate your opponents vvith Daleks, Cybermen and 
other enemies. 

e (Control locations through time and space to vvin. 

e Use lammy Dodgers, Sonic Screvvdrivers and other clever 
plans to save the day. 


The nevv, second edition of Doctor VVho: The Card Game features 
the same great”game as the first edition, but vvith loads of nevv 

cards, including the Ninth, Tenth and Tvvelfth Doctors, companions 
such as Clara and Rose, nevv locations and enemies, and a set of 


variant rules for playing vvith tvvo playersl hin m 
Ün 
t 


The game contains everything you need to play: a set of English rules, 
132 cards, a set of counters and a player aid card. 


VVEEPİNG ANGELS 


Tik Lili ilir ..— 


MARTİN VVALLACE 

B VVVVVV.cubicle7.co.uk 

CB72105 $29.99 ÇUBICLE 
ISBN: 978-0-85744-241-3 İC 
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